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Only one club gives you everything a Nintendo Player could want-- p 
automatically! Just sign-up for 12 issues of Nintendo Power „22 

Magazine for only $15, and you'll get Super Power Club 
benefits all year long! 


Way more than a subscription! PE 


There's nothing like Nintendo Power Super 
Power Club--we've taken all the best parts of 
Nintendo Power Magazine, and Supar-charged 
them to give you more playing power than ever ç y 
before! Just look at everything you get! ~~ 4 











NINTENDO POWER. TOP SECRET 

SUBSCRIPTION PASSWORDS 
Dee PLAYER'S GUIDE 
month you'll get. ei pS Васа раци 
font optem sap fon E morie i send 
pros at Nintendo. N threes 






POWER 
CERTIFI 


A full year gets you $36 in exclusive 
Pewar rc $a in you get the. 


paks at reduced prices. y > 
I lj POWER CLEANING 
= =| | SERVICE 


ee claantng at your 
tal Nintendo World 









SUPER POWER 
TRADING CARDS ISSUE 
Every month you'll get 6 Power Coming in January, this members-only 
Trading Cerds—they feature stats иззие 15 a year-end look at Nintendo's 
and challenges for your favorite best and it's packed with exclusive 
games, You could score a free stuff that won't ba avadabla ın stores. 
game pak avery month, just by des tha best of the best, plus a look at 
collecting the winning sets. what's next from the world of Nintendo. 






JOIN NOW! — = CALL 1-800-255-3700 кост 





fes 


IRERE 
WAY TO J 


it's easy--just subscribe to Nintendo Power 
Magazine and you're an automatic Super Power 
Club Member! Then you'll get exclusive club 
benefits all year long! 









YES, | WANT IN! 


] YES! GIVE ME A FULL YEAR - 
y for just $15!" Club benefits include 12 issues of 
UE Nintendo Power. 


E YES! GIVE ME 2 FULL YEARS - 

“Y for just $30!* Club benefits include 24 issues of 
Nintendo Power. 

* Prices sted opply to US residents only Weshingten Steta residents edd B2% roles tox, titel $1246 for 8 2 year 


membership end $16 23 for e 1 yaar membership Canadıen residents pay $44 34 Canedron funds far a 2 year. 
mambarstup and $2247 faro 1-year membership includes 7% GST). 


IS THIS A RENEWAL? Yes L No 
ityes, please add your MBR # below. 


a lo ie p std e|] 


TPS THE MAR # NEXT TO YOUR NAME ON THE ADNRESS LABEL ОР THE PLASTIC BAG YOUR MAGAZINE CAME IN 
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Please print clearly with ink: 
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O ITI mtem 





Tm paying for my subscription by (check one): 
О Cheek or Money Order O ИЗА LJ MasterCard 
{PAYABLE TO NINTENDO) 
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Enclose ths card wath your payment or credit card тїтїп m sn envelope кой malto: n 
nino Poser Super Power Cub, PO Sinx 004, Redmond, WA 98073-743. 
Сапейвп residente he sure te use өп mternanonel postage samp 
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Power Club 


CERTIFICA! 
A full year gets you $36 in exclusive 
Power Certificates to halp yau get the 


hottest game paks at reduced prices. 
Subscribers wall find the first set of 


ern 70 ET POWER CLEANING 
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al Nintendo World 


Cuter. 


SUPER POWER ЗА 
ISSUE UE 


a 2 














Every month you'll get 6 Power Coming in January, this members-only 


Trading Cards--they feature stats issue is a year-end look at Nintendo's 

and challenges for your favonte best, and #5 packed with axclusive 

games. You could score a free stuff that won't be available in stores. 

game pak avery month, just by t's the best of the best, plus a look at — 
collecting the winning sets. what's next from the world of Nintendo 


OIN NOW! — САЦ 1-800-255-3700 «oo: s» 


SUPER NES 


SUPER SCOPE 6 — 





3 LaserBlazer™ 


Q SIX GREAT GAMES 
з arg INCLUDED 

Battle Clash! It's the newest WITHTHE = T 

and hottest Super Scope title! EINER 













(Sold separately) 


m ms 


Get the Nintendo Super | 
Scope and SIX games in one. # 
Game Pak for less than sixty 
dollars! What a great deal! 
With shooting precision down to a single pixel, the Scope gives 
you accuracy like you've never experienced before! Also, pe away huge 
alien invaders in Battle Clash™, Nintendo's 
newest Super Scope release. You'll be blown 
away by the graphics and sound! 






* Suggested 
retail price. 
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WELL, IT LOOKS LIKE A BUNCH OF YOU СОТ ONE! When we asked you to tell us 
how you acquired your Super NES we didn’t expect the creative responses you sent 
in. Stay with it, fans. Your ingenuity will usually get you what you want. Here are a 


few ideas from creative, enterprising fans. _ 


My moncymaking idea is simple. TIl sell my braces back to 
the orthodontist! Then I could buy all my friends and rela- 
tives a Super NES! 


Carla Bames of Elba, AL: 
Have you called them yet to see tf they have a recycling program? 


I earned money to buy the Game Boy system by cutting 
grass when I was 12. At 13, I babysat to get the Super NES 
and it didn't take as long. Now I want to be able to get the 
CD-ROM accessory. TÉ probably scc if my Science teacher 
and I can work on inventing а MONEY TREE? 


Marvin Hood of Baltimore, MD: 


I housesit for people when theyre on vacation, babysit and 
clean. Yuck! 
Kyle Curry of Decatur, IL: 


I worked hard at school all year and earned an average of 
86%. Because of this high percentage, I didnt have to take 
final exams, so I sold my notes for cash. Of course I didnt 
get ALL of my Super NES money from my notes. I also 
work part time at a nearby hardware store. My notes helped 
a lot, though! 


Andre Lavergne of Saint Pierre, MB: 


My brother and I recycle newspapers and soda cans. We 
already have $50.00 and a garbage can full of cans! 


Chris Rickert of Byron, CA: 


I'm only 12, but I'm working with my dad at the University 
of Montevallo, helping college students who dont know 
how to use computers. I work for $1.00. Last year I was 
able to get the Game Boy with my earnings. This year it will 
be the Super NES, 1 plan to do this every year or реса high- 
expaying job! - 
Mikey Garza of Montevallo, AL: 
I managed to get a well-paying paper route. The first thing I 
bought with my money was a good pair of roller blades so I 


could go twice as fast and have fun, too, Now I have the 
Super NES. It worked for me, it should work for you, too! 


Rob Kent of Nepean, ON: 


NINTENDO POWER 


I paint peoples rooms for $25.00, mow lawns for $4.00, 
wash and wax cars for $5.00 and recycle aluminum cans in 
my spare time, after domg homework. 


Michael Bellhorn of Fort Lauderdale, FL: 
I think this would be a good way to make money: Go 
around and knock on people’s doors and ask for spare 


change. You could say, “Do you have any extra money that I 
could borrow to use to buy a Nintendo game, please, please, 


PLEASE" Nick Fulton of Silver Spnng, MD 


Please note that the opinions and ideas sent in by readers are not 
necessarily the ones we at Nintendo Power have, It was a 
unique entry, though, Мей! 


Has your group had their fun today? Nintendo Fun Clubs 
and gaming clubs are active across the country. We want 
to hear from you! Whats your club been up to lately? 


NINTENDO POWER PLAYER'S PULSE 


P.O. BOX 97033 REDMOND, WA 
98073-9733 


WINNING COMBINATION 


POWER CHALLENGE 
TRADING CARDS 


OCTOBER 1992 


‘Trade cards with your friends to come up with this 
winning combination of cards and send them m to 
win a top Super NES Game Pak! Winners please 
allow 4-6 weeks for Game Pak delivery. See 
Trading Card page for further detailed information 
and official rules. 








AMERICAN GLADIATORS 
B CONTEST WINNER 
rian Grant, from Batavia, 


Ohio, was the Grand Prize winner in 
our Player's Poll Contest from last 
parents, Tim and 










interesting 
gram ts taped. A great amount of preparation goes into 
just a small amount of actual film footage. Disneyland, Universal Studios and the 
Hard Rock Cafe were other major sightsceing stops on the excursion. 













Brian, Viper and Laser. hangin’ out bockstoga 


Brian got the chance lo meet Zap She was Ihe 
between the Gladiatar events 


audience s favorite Gladiatar 


¿NINTENDO POWER: 
‘SUPERPOWER CEE: 

If you're a Nintendo Power sub- 

scriber, you should have received your 
Nintendo Power Super Power Club packet with 
your issue this month. Dont forget to keep your 
subscription up to date so you'll receive valuable 
dollzrs-off Power Certificates which you can 
apply toward the purchase of selected NES, 
Game Boy and Super NES Game Paks. Thats 
not all, Far from it, in fact. Subscribers will 
receive several Power Challenge trading cards 
bound into their issues. A subscription to 
Nintendo Power just keeps gerang better, and 
the new Super Power Club benefits prove it! 


Now, if youre not a Nintendo Power subscriber, 
youll definitely miss all the cool stuff. So what 





NINTENDD POWER 
SUBSCRIPTIONS 


1-800-521-0900 
Subscriptians and renewals only 
24 hours a day, 7 days a week 


CONSUMER SERVICE 
1-800 255-3700 
[TDD 1-800-422-4281) 
dam to Midnight PST, Mon Sal 
6am to 7pm PST Sundoy 
French and Spanish-speaking 
representatives are availabla 


GAME COUNSELING 
+ 1 206 885 7529 
{TDD 1-206 883-9714] 
из long distance, so be sure ta 





E jet permission fram whomever 
are you waiting for? we pn the bill 
today 4am to Midnight PST Mon -Sat 


я 


бат to 7pm PST Sunday 

















‘companies who market or icense those products. 
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то | тем IS 
ENJE H = | Ё 
Five Dinosaurs, two weapons and one special Item will help 

Higgins on his tumultuous journey. One great thing about 

the Item screen is that when you decide to Continue a game E, 
that has ended, you carry over all of the Dinosaurs and e 
Items which you had accumulated in the previous game. $ 
This comes in very handy because it's difficult to build пре 
enough Items to get you through every stage. N 


Z REDCAMPTOSAURUS | BLUE CAMPTOS 


g Ta call a Dino helper into 
‘action, either find a card 
hidden inside of on Egg or 
select o reserve Dinosaur 
from your ltem screen at the 
beginning of the ievel 


Jis з quick Dm Î Pe 
IA hold che B Button to get ! 
f bone of peed The Red Campto 
п shoot pow- 
il sparks 
Я om its mouth. 
lt can also walk 
^ii sugh lava for 
^n time; 


HAMMER 


The basic weapon. Higgins 
can fire off two Hammers 
at the same tme, but 
they're not very powerful. 


105 not a big deal that 

the Boomerang returns. g 

Higgins can only throw 0, 
one at a time. Its (> 
powerful, though. 


POWER CRYSTAL 


The power of the Crystal 
allows Master Higgins to 
take one hit without any 
damage. 


wad to go. 


> 


JN PIN ж! 
net BEC qu. dy, call upon 


Пе Blue Campto is fast and w 
shoots sparks out # úp teil Ten 
turn around te 

fire. The Camp)» 

turns around |) 

itself to shoot 


low Gillie ground, but gl 
mely fast underwater A yo 
know уой 
commg to an 
undery ater 
stage, choose the 
Elasmosanrus, 


RANODON - 


оп-Ро 


таш X 


fiy youwwhere yon 
3 watc 


metes hen Е 


" ^ TRIPETAURUS 


D 


The newest addition to 6 
green friend is fairly swift of foot. H 
4& quickly roll into a spinning ball to de 


, various enemies and obstacles. 












enter the lair of this boss, don't worry, 

there will be a Hammer waiting for Hig- 

gins. Run up the left slope and fire off a V 
V tasbotssatathescreaturegassyous 


qe Tf you don't have a weapon when you 
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Lush jungle regions dominate Stage 2. However,a remote island to 
the southwest appears to be snowed under. How unusual! One of 
the largest waterfalls known to mankind will be encountered in 
Stage 2. Its cascading torrents may be too much for the loin- 
clothed island hero. To the south, Higgins will be lost in the must. 
The cloud cover of Misty Haze appears threatening, but Higgins 
isn't fazed... he must push on! 









БА 

Рада ы 
Here we go with the Coastal Clash agan! Higgins is я " 5 ; 
already very familiar with these types of surround- LESE. P 
ings. Interference from enemies will be minimal. a. 
zn. 





Finding anal activating the secret Egg ju Wafora tha Spring will taka 
Higgins to s Bonus room, Pick up oll SE thie’ Frust end kam, 










An Ice Cawe in Сеа акса? Ts it truc? ай 
во. Higgins has to use caution and control t 
handle the slippery surfaces here. Jump anı 
turn bo change directions. 


25 Е: Над ване 
"ААД; а 


а heb 
Li а с 


ARA ME 


The L Ae Woods. Sounds familiar Since this 





\ : Í 3 e ‘The Spiders chai! giva Hig- 
| game is mostly left-to-right oriented, Higgins _ л uch trouble. Some” 
Pos put ШЧ окы Dont * wohin | 


загар tothe r ledg арии аа иш. 
afl ERS Бара ti he! [i The Жы ei t Rn 
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Higgins thought the Ice Caves in 
the previous levels were cold. He 
hasn't seen anything yet! Stage 6 1s 


full of icy surfaces. Use an “advance 

and retreat” attack pattern if an enemy appears to be m a position 
where Higgins won't be able to hit ıt with a weapon. This type of 
attack 1s also a safe bet to use agamst the boss at the end of Stage 6, 


Мае him! Goodbye, Mr 
‘Crab! из fime to hoaa back 
to sunny stas. 


wa wa Act тире Rc 
sible. И m «y take some fancy footwork fo oust them: 


“Oh, good. The weather 1s back to normal. — 
It’s getting warm again.” Hig will start to —i 
feel the heat im Stage 7. Volcanos willbegm = 
erupting and spewing forth blasts of flame Ж. 
= and volcanic rock. Higgins will be fried to a y E 
А 5 crisp if he comes in contact with the flames J сә 5 
ın the Fire Gorge. When Higgins reaches N бс 
the Shaft of Darkness, he will be confront- ı T DÉ 


ed with a choice. He can take the upper | 
path or he can go down below through the % 


watery depths. 


Ü Madame Butterfly? Nope! This 
О Î basin evil Keep Higgins 
lumping from cloud ta cloud to 
avoid coming in contact with this 
Вуд beast Fire at will * 


Higgins will hove to do same majar jumping in 
Stage 7 Leap to ovoid the fireballs and ather 
strategically placed enemies 


The volcanos are erupting! Higgins had better act fast so he can res- 

cue his girlfriend and get out of there. Because of the tremendous 

heat, the supply of fruit is shrinking There won't be as much time for 
[s = =; O үч, har аа, 


decision making. The aliens, astonished that Higgins made it thus far, 


MS OSS OY e 
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STAGE 








POWER 
4| BLADE 2 








SAT NNE 














SPIKE ALE ALERT 


The Spikes which line the floors, walls 
and ug of various areas are deadly. 


| Toshde through the narrow gaps, Nova 
has to blast the Blocks with his Blades. 





To get this Life Tank, jump 
on the moving platform and 
then jump to the ledge 
before the platform moves. 





Nova will receive the 
Newt Suit after he 
defeats the evil Drag- 
onwheel. 





Put on the Newt Suit when fight- 
ing Cyber Cop. You can now use | 
the Power Blade 


Cyber Cop moves in a fairly definite pattern 
Try to stay in the corners 








ENERGY PAK 


Quickly jump up and snag this 
| Energy Pak and then slide back down. 





DODGE BALL 


Wait for the balls to move out of 
the way, then slid 





EEE 











RISING TIDES 


The lava tıde will rise above the 
level of the moving platform. 
Jump to safety on the station- 
ary platforms and then get back 





on the moving platform when 


The stationary platforms ara the anly — Ride the moving platforms to the next Боп! worry The lava will never nse 
sofe spots ta be when the tide rises safe spot because the lava is nsing! high enough to torch Mova here 








Nova will have to use patience m order 
to defeat the airborne Cyber Jet. Small 
homing missiles will be launched, two 
at a time, from the Cyber Jet. Wear the 


Wet Suit because the water level in the z 
room will rise throughout the con- $ 3 As the water level risas, youll be glad Nava has the 
frontatton. Shoot the Cyber Jet with т ` Wet Suit on. Blast the homing missiles. 


the Power Blade. fighting Cyber Jet Keep your distance 





SS ASS НГ ТШТ Г“ 


A Blue Газан] mmt 
boss 1s to shde under him 
he bounces across the Ë 
creen 





I 
I 
i 


To clear this area, you must 

use the Rocket Suit, Wait 

for the fans to stop moving MS 
and then fly up to a nearby ER 
platform. Avoid touching ® 


the blades at any cost. Watt for the dangerous fan blades — Acrght Nova hit с fan blade It 
Е = ус to stop before moving on. wasnt even turning 


© Lan > alias Lal 


a se n 


ad 


PAE E 


Ninjas are sneaky and quick. This one’s no different! 
Watch out for the throwing stars and sparks that move 
slowly along the walis. Be sure to use one of your Suits 
to throw the Power Blade at the Cyber Ninja, The 
arrows show his travel routes. Blast him as he moves. 


pak 


lo Тее ll 


a 
“а 








ENERGY MISERS 


There's a lot of water in this stage. If you 
plan on using your Wet Suit to get 
through it easily, make sure you have a lot 
of Energy Paks saved up. 






GOTTA HAVE 
[s | | THE ROCKET SUIT! 


In order to reach Study the Cyber Gemini's pattern 
the important Life carefully as we have outhned it here 

К, and the exit, for you. It'll take some fancy blade 
you must use the work to take out this pair. 
Rocket Suit. 


SLIP INTO 
THE WET SUIT 


RE: 1 а 7.4 To easily reach the 
Life Tank and 
Energy Pak, use the 
d مې چمچ ما‎ queen piper. Wet Sut in this 
Ас телен area. 









HANG ON! THERE'S MORE! 


| “Oh, great! Just what I needed! Morc trouble.” When Nova goes to Stage 4, he'll be 
able to see Stage 5 looming off in the distance. However, it doesn't end with Stage 5 
The action goes on into a final Stage 6. Mcet up with Jacqueline ın Stage 6 to find out 
what's really gomg on ın the Delta Foundation. She will tell Nova that Delta’s 
“President” 1s the core of the problem. Finish him off, Nova! 





SOMETHING TEXSIBLE 1% 
HAPPENING HERE 





eee ee 
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Everyone's favorite web 
slingin’ superhero makes 
bis NES debut in Spider- 
Man: Return of the Sinister 
Six from LJN. Spidey’s arch 
| villain, Dr. Octopus, has 
reunited the infamous Sin- 
ister Six, a group of master 
criminals who are bent on 
world domination. As Spi- 
der-Man, it’s your job to 
stop these evildoers from 
carrying out their plan. 
You'll face each of them on 
their own turf. Electro waits 
in a power plant. The Sand- 
man is hidden away in a 
toxic waste dump. Mysterio 
rules over a house of illu- 
sion. The Vulture lurks on 
the city’s rooftops. Hobgob- 
— | lin resides in a dark cave 
У en and Dr. Octopus prepares 
LV for combat in his mysteri- 
A 4 ous castle. 
Spider Моп" Return of the Sinister Six" © LIN Lid ™ 


and © 1992 Marvel Entertamment Group, Inc. 
Designed ond Developed by BITS 


WEB FLUID 


Pick up o canister 
of Web Fluid and 
hit enemies from 


E м A 5 o distance by 
1 Е д H w. pressing the A 


Press the B Button to send ж Button. 
Spidey into the oir k 
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STAGE ONE 
ELECTRO TAKES CHARGE 
OF THE SITUATION... 


Your Spider Sense tells you that the high voltage hooligan, Electro, is hidden away in 
the power station. Swing through the streets of the ctty and break into the station’s 
generator building Electro’s henchmen will try to keep you from entering their 
leader’s chamber, but you can convince them to let you go with a few well-placed 
punches. A 


WEB FLUID 


топтоп, 


START 


Watch far 

land mines! ELECTRO 
When you reach Electro, hit the switch to 
the right of this villain to send him flying out 
of control Then jump out of the way of hrs 


lightning bolts and hit him when you have 
a clear shot. 


Kick the daar 
apen ar break it 
with your Web Fluid 

w 


KEY IN ON ELECTRO | 
Pick up Ihe key to Electro s chamber and open the 
door to the right 





Е STAGE TWO 
SANDMAN APPEARS WITH 
A FIST OF FURY... 


Since the Sandman 15 a product of weird radiation, 15 only fitting that he would be 
hiding out та a toxic waste dump. Clear away the villains in the treatment plant and 
blast your way into the Sandman’s radioactive wasteland with TNT. This fluid fiend 
can flow along the floor m a pool of sand and surprise you with a power-packed 
punch, Watch it, wall crawler. 







START — — ы. = E m. ToA 


Mave 


away 
from 

falling 
rats. 





a Ша a 


DETONATOR 
















In order to deor Ni 

TNT away the rad box 
in this possage, 
you'll hove to 
collect the TNT 
and Detonator. 
‘Then plant the 
explosivas ind run Ë 
for it] Е 















The shifty scoundrel, 
Sandman, can flow 
along the ground unde- 
tected and instantly 
appear ın human form. | 
As soon as you see hım, 
duck or run to avoid his 
mighty wallop, then 
counter with a kick ora 
shot of Web Fluid. The 
Sandman 1s tricky but 
slow. You should scatter Й 
hum casıly. 


| =; 
SIAGE THREE 

THE HUNT FOR MYSTERIO 
... MASTER OF ILLUSION 


With Electro and the Sandman out of the way, your next stop 15 Mysterio's house of 
illusion. This mad magician has created a high tech maze of mirrors and villains to 
keep meddlers away. Kick your way through the creeps that keep you from exploring 
the halls and search for a par of Infra-Red Goggles. If you go too far without the 
proper equipment, you'll be lost ın the dark. 


> Rowton gos 
e sj: 
a E 
| 

















GET THE GOGGLES 


Make sure that you collect the Infra Red 
Goggles m the upper left section of the second 
passage With them, yall ba able to see where. 
youre gong ın the pitch dark third passage 





MYSTERIO 


Not only can Mysterio appear and disappear as he wishes, but he can also create 
clones. When you finally track down and defeat a fiend that looks like Mysterio, st 
may not be the real one. Stay on your toes. 















| a Ss сен | | 
STAGE FOUR 

VULTURE SWOOPS 

FOR SPIDER-MAN... 


After Mysterio's house of illusion falls like a house of cards, your next mission will 

be to seek out the Vulture. This high-flying hellion will swoop down upon you as you СУ 
fight through the streets of the city, then he'll head for the rooftops. That'll be your 7 
cue to go to the top and claim victory over the Vulture in a fight to the finish. 








START 






Enemies attack from all angles. 
To A Jump, punch ond kick your woy 
aut of this jam. 


As soon as you reach DH Tas 

the rooftops, the Vul- 

ture will swoop down 

with an explosive sur- 

prise. He's capable of 

dropping three bombs 

at once. Jump out of 

the way and wait for 

him to come down for : 


i H n в я r я 
a rest. You'll be able го Bae A ia BEER 


land a few punches 
when the bud is 
grounded. p Ети 











STAGE FIVE 


ONCE HE WAS HUMAN 
... NOW HE'S HOBGOBLIN 


The horrendous Hobgoblin 15 waiting to catch a curious Spider on the outskirts of the 
city. Run througb the forest path leading to Hobgoblin's cave and knock out the club- 
tossing trolls if they get in your way. Then hop onto the ledges inside the cave and try 
to hit Hobgoblin before he hits you. 





TROUNCE THE TROLLS 

Trolls toss clubs in the forest Jump over these 

creatures and attack them from behind 
Hobgoblin scales the wall of his cave and tosses very large clubs. Chase him up 
and nail him with punches or Web Fluid. 














STAGE SIX 
MASTERMINDING THE MAYHEM... | ! 
DR. OCTOPUS IS BACK WITH A VENGEANCE БУ» 


The man behind the Sinister Six 1s scheming in his remote castle. You'll find ап 
assortment of henchmen outside, but the уШат that you're after 1s waiting within the 
walls of the fortress. Fight your way through the crowd and keep searching for Dr. 
Octopus. 


en 





KEEP MOVING 
There s no need to waste your ите with two-bit 
hoodlums Avoid the litte guys and continue to 


ee Doc Ock has taken a cue from Mysterio and created replicas of himself. 
You'll have to fight through a few before you find the real thing. 
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парене 


В From Agent #212 
Риску 5 Plunge 


Stage 2-2 of this wacky adventure 15 a water-filled cave, рег- 
fect sutroundings for Plucky Duck. Take Plucky through this 
stage and look for a passage that leads to the top of the screen 
ın an area without a ceiling. Swim up and out of view, then 
move to the left or right, over the barrier between the water 
and the green wall, Plucky will drop into this green area and 
swim as though he was still in water. This maneuver is more 
of a curiosity than something that will help you advance to 
the next stage. Swim in the wall for a while, then hop our and 
move on to more adventure. 





Find a pastoge with no сейле Y Send Plucky up ond over the barrier 





Plucky can swim inside the wallt 


Explore this enemy-free orea, then 
move on 


Duck Vader Update 


In a previous issue, we mentioned that Duck Vader's ship 
occasionally appears on the map screen between levels of the 
game and takes you away to deep space. Our best guess was 
that a running total of 99 Carrots was what triggered Duck 








Vader's appearance. It has since become apparent that if you 
have any multiple of 11 (11, 22, 33, etc...) in total Carrots 
when you hop onto the map scteen, the aliens will abduct 
you. If you can hop onto Duck Vader's helmet three times 
during this abduction, you'll earn three 1-Ups, The battle 
will be tough, but the reward 1s well worth the challenge. 





Make sure that your Carrot total is а 


The chen ship wall swoop down onto 
multple of 11 and grab o level-onding 
Key 


the map screen ond take you away 





E From Agent #618 
10-4 Password 


Agent #618, working deep under cover at American 
Gladiators HQ, has discovered a way to skip to the fourth 
round of this game with 10 lives. Select the password option 
on the title screen and press the A and B Buttons in the fol- 
lowing order: А, В, A, В, В, В, В, В. Then press the Stare 
Button. You'll zip ahead to Level Four with 10 chances to 
show your mettle in the Gladiators’ five grueling events. 





Enter АВАВВВВВ os your password on You I skip to Level Four with 10 lives 
the file screen 





J 
VART 


Wi From Agent #417 
Force Code 


Two closely related codes for this second installment of the 
epic Stat Wars seres can give you a real boost. One code 
rewards you with all of the Force Powers instantly and the 
other one lets you skip levels While you're playing the game, 
press the Start Button to call up your current Force Powers, 
Then press and hold Right оп the Control Pad (you'll hold 
this for the duration) and press the Start, Select, A and B 
Buttons simultancously. If you do this correctly, the Fotce 
Powers will continue to show on the screen Next (while 
you're sull holding Right on the Control Pad), quickly press 
the controller buttons in the following order: B, B, Start, A, 
B, Start, В, В, Start The Force Powers will disappear from 
the screen and the action will resume. Press the Start Button 
again and you'll see that you have all of the Force Powets. 
The stage skipping code 1s almost identical to the Fotce 
Powet code. Call up the Force Powers, then press and hold 
Right, and press Start, Select, A and B simultaneously. Next 
(while still holding Right), enter this code» В, B, Start, А, В, 
Start, B, B, Select. The variation in the last stroke will knock 
you into the next level. Both of these codes work only in lev- 
els where Force Powers are used. 








Hold Right and press Start, Select, A 
and B at the same hme Then (still you'll have af all of the Farce Powers, 
holding Right) press B, 8, Start, А, B, af allowing you ta blast through the level 
Start, В, В and Start easily 


The achan wall resume, anly now 


If you want to skip stages, set up the 
code the some woy as before then 
press В, В, Start, А, В, Start, В, В and 
Select 


Yau'll be an your way to the next level 
instantly Keep in mind that you can 
ko levels 


only sl where Force Powers 


ore used 


CHOOSE FORC POWE 





Wi From Agent #289 
Configuration Mode 


You can increase your chances for success in this fun Game 
Boy adventure by entering a quick code, At the utle screen, 
press Down on the Control Pad along with the Select and B 
Buttons, all ar the same ume. The Configuration Mode will 
appear on the screen. In this mode you can change the num- 
bet of hits Kirby can withstand, add to the number of lives in 
teserve and listen to the sounds of the game. 


е CONFIGURATION MODE 





ы VITAL: 900000 
m= KIRBY: 09 
SOUND TEST 
ei EXIT 
HAL LABORATORY. ING, / 
Press Down, Select ond 8 at the same Add to your lives in reserve in the 
hme Canfiguraton Mode 


Extra Game 


While our agents have been able го complete tbe first run- | 
through of Kirby's Dream Land rathet easily, they've found a 
real challenge in the Extra Game which follows If you'd like 
to skip right to the Extra Game, wait for the utle screen to 
appear, then press Up on the Control Pad along with the | 
Select and A Buttons, all at the same time The Extra Game 
will begin with mote enemies than ever befote. 


21 icu 
нем. T: ne. HAL LABORATORY. INC. 
HARTA Im RISE на, TNO 7 


When the title screen appears, press 

Up, Select and A at the same hme to Hu 
enter the Exira Game You li encounter 

new enemies and tougher challenges 
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E From Agent #817 
Stand and Deliver 


There's a spot in Stage Three of this combat thriller where 
you can carn points-a-plenty just by standing still and firing 
your weapon. As soon as the huge ship with the spotlight 
appears, run to the left side of the screen and fire to the nght 


If you have the standard weapon or the Flame Thrower, all of 


the aliens that drop out of the ship will immediately jump 
into your line of fire. The ship also drops bombs, but the 
explosions won't affect your fighter at the edge of the screen. 
Continue to hold the Y Button to keep a constant flow of fire 
blasting across the screen. You'll rack up points and occasion- 
ally carn 1-Ups. In situations such as this, our agents offen 
wrap a rubber band around the controller so that there is con- 
stant pressure on the Y Button, and let the fighter on the 
screen fend for himself. After about an hour of steady shoot- 
ing, the fighter has earned enough points to accumulate the 
maximum of 29 lives їп reserve. 








When the spotlight ship appears, Alier yout iter shoots rom hs safe 
retreat to the left side of the screen r about an hour, you'll have 29 
ond fre to he night nace 


Two-Fisted Fire 

Our agents have discovered that tts possible to fire two 
weapons simultancously in Contra Ш. Earn a special weapon 
(the Spread Shot works well) and use it continuously by 
pressing and holding the Y Button. Then press the X Button 
quickly and repeatedly to 
switch back and forth 
between your special weapon 
and your normal weapon. 
The effect will be that both 
weapons are firing at the 
same time, Unless you're very 
coordinated, it will be diffi- 
cult to move your fighter and $F - 
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perform this trick at the same 
tint Той поша Try it only 
in arcas where your character 


can stand still and fir 


When you're вся 


quickly ond rep 
weapons at one 


eed 





Double Spin 


In Stages Two and Four thc action is displayed from an 

overhead view. While you're making your way through 
these arcas, you can turn by 
pressing thc L and R 
Buttons If you'd like to turn 
twice as fast usual, tap the 
turn button once very quick- 
ly, then bit it again and hold 
it. The ground will spin 
under your feet ar a greatly + 
accelerated rate 





Р. 4 
the tum button, then hit ıt again and 
idit Your tum speed will double 





E From Agent #092 
Secret Rooms 


Secrets abound in this game show thriller, including three 
secret rooms and the Pleasure Dome. You'll find the secret 
rooms by wallang through unlit exits. The first one is in the 
room marked TOTAL CARNAGE, in the lower-right sec- 
tion of Arena #1. Clear the room of enemics and exit to the 
night You'll enter Secret Room #1, where valuable prizes are 
plentiful and enemies are nowhere ro be found, 





Alter the enemies are gone, exit to 


Enter and clear the TOTAL CAR СА a 
е night 


NAGE room. 





Welcome to Secret Room #7! Collect your prizes and keep on moving 


You'll be closing in on another secret room when you reach 
the room marked BUFFALO HERD NEARBY! in the low- 
er-nght section of Arena #2. Clear this room of thugs and 
exit to the right. You'll enter Secret Room #2. Secret Room 
Tarket SECKEY 
section and exit to the 


Уту iu Arora #9. Clea чие rau 


ROOMS NEARBY! in the lower-ri 
right. 








By exiting to the right after dearing these two rooms, you'll reveal more prize 
hidecways| > 


The Pleasure Dome is close to the last room in Arena #3 
Move two rooms to the nght of COBRA DEATH. You'll 
reach a room called either YOU HAVE ENOUGH KEYS! 
or NOT ENOUGH KEYS! depending on whethet ot not 
you've collected at least ten Keys in your journey. If you've 
reached that total, you'll be able to enter the Pleasure Dome. 
If nor, you'll have to try again. Enemies are very abundant in 
this room, They'll pour in and keep coming for quite some 
time. When you've finally cleared the room, two exits will 
light up. By running through the lower exit, you'll enter the 
Pleasure Dome. Collect rhe tons of Pleasute Dome 
Spokesmodels and rack up the points! 








is ‘ve collected ten or more Keys, 
youth eave pias 


$ Clear the room of its hundreds of 
thugs ond run through the lower wat 








You've finally made tt to the incredible 


Collect the Pleasure Dome Spokesmodels 
Pleasure Dome! 


ta earn big, big points. 





From Agent #192 


You can stock up on Power-Ups and special items 1n this pre- 
historic adventure by visiting the stages char уошус already 
completed, over and over again. Enter a stage that contains an 
important item like the 1 Up in the ice cave of Stage Five, 
(са Qus. rar Pe Stat эвт». 


uta a oor үн. 











CLASSIFIED INFORMATION 





to pausc the game and press che Select Button to exit the 
stage. By repeating this maneuver, you can collect as 
many ıtems and 1-Ups as you'll need to complete the 


4 ratito 
gr E {Hi 
L 

UE: 


Collect on tem that will help you 
complete your journey 


Return to o stage in the game that 
youve olready compl 


S PORT 
lata stat 
тече: 
Т 
„Хаха сыа Саса 
NETS ERITH 


Press Start to pause the game ond 
press Select to leave the stage. 


THUNDER 





You can re-enter the SE or move on 
‘ond continue your odventure 





SPIRITS 


From Agent #810 


а (oa Ania tase 


Thundet Spirits is built with a configuration mode which 
allows you to change the game speed and difficulty, along 
with a few other options. You can enter this configuration 
mode from the utle screen by pressing and holding the Select 
Burton and ptessing the Start Button, Our agents have dis- 
covered that the configuration mode changes after you com- 
plete the game. Once you've seen the end credits, wait for rhe 
title screen to appear. Then press and hold Select and press 
Start. The new configuration mode will appear, allowing you 
to tune 1n to the game's various sounds, change the number 
of points needed for a bonus ship and add to your starting 
number of ships. 





When the m screen returns e А new configuration mode will 
you've completed the mission, press ay e C aic you to test. Va music 
ed rekê. 'абчё an em Dee иё ol 
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WERE LIKELY TO GET 
BURIED IN THE SNOW? 





AFTER ZORA SAVED LINK FROM DEFEAT IN MISERY 
MIRE OUR НЕКО SETS OFF FOR THE TOWER OF ICE 
WITH EFHEREMELDA IT 18 RUMORED THAT A MAP OF 
THE LOCATION OF TURTLE ROCK LIES IN THE TOWER 
IN TURTLE ROCK, LINK HOPES TO FIND ZELDA. 











HEH HEH HEH 
ADMIRING MY WALL 
DECORATIONS, ЕН?! 

WHO ARE YOU! 


I DON'T WANT. 
ANY TROUBLE! 1 
JUST WANT ТО SEE 
THE MAP OF THE 
DARK WORLD? 





— THIS МАР YOU SPEAK 
OF 15 KHOLDSTONES GREAT- 


= 
да 
BE 
SÉ 
=s 
3 
5 
38 
gu 
Е 
a 

















— 
^^ име, YOU Must 

КО олако THE ROCK 
WITH THUNDER! 









FOLLOWING THE MAP НЕ GLIMPSED 
WW THE ICE TOWER LINK FINALLY 
ARRIVED AT TURTLE ROCK WITH 
EPHEREMELDA BUT- 


ZELDA HAS 
eor то BE 
HERE 


WELL WHERE'S 
THE POOR? 










LOOK! iT 
OPENED! 


= í 





THIG PLACE 
15 MOT 16 IN 


INFERNOFF 

















НА BÀ НА E 
FOLLOWED You 
ALL THIE Way 





© Capcom 1992 
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RAD TO THE RESCUE 


Rad Spencer leads the charge of 
bio-tech warriors in this faithful 
Game Boy translation of the NES 
classic, Bionic Commando, from 
Capcom. Rad's mission is to 
sneak into the evil Doraize Base, 
rascue kidnapped Agent Super 
Joe and destroy the mysterious 
Albatross Project. It's a tall order 
but Rad can fill it, becausa he's a 
Bionic Commando! 


THE RIGHT STUFF 












You'll find three items 





You'll begin your mission 





| 


with а standard issue 
Assault Rifle, then go on 
to uncover other weap- 
ons m the field: the Wide 
Range Rifle, Grenade 
Launcher, Balken M274 
and the very powerful 
M83A Machine Сип, 


While there are several 
special items to be 


found throughout the В 
Doraize Dukcdom, 8 


none 15 as important as 
the Bio-Protein. When 
youre equipped with 
this useful medicine, 
you can refill your 
energy meter once. 
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that are designed to pro- 
tect you from enemy 
fire. Shield Goggles 
absorb a single shot, Leg 
Armor shields you from 
two shots and the Pro- 
tect Suit takes as many 
as three shots. 


Enemy aras ае 
equipped with Commu- 
nications Rooms, If 
you're equipped with 
the right Video Receiv- 
ers, you'll be able to use 
the rooms to commu- 
nicate with your home 
base and intercept 
enemy transmissions. 





BIONIC 


SATELLITE МАР 


Doraize Dukedom is made up of 17 zones. 
Eleven zones are controlled by enemy forces 
(white squares with black numbers on the satel- 
Ме map) and six zones are neutral (black squares 
with white numbers). When you destroy the 
power reactors in most enemy-controlled areas, 
you'll earn special items or weapons. You'll also 
be able to pick up special information m enemy 
Communications Rooms i£ you're equipped with 
the right Video Receivers. You can pick up help- 
ful items and learn more about your mission in 
neutral areas from FF Corps insiders. Pilot the 
DX-3 Turbocopter to each area and use the De- 
scend command to investigate. 











INTERCEPT ENEMY INFO 


The Communications Room should 
be your first stop. You can use the 
Video Receiver to contact your 










The first area that you'll come across is a 
remote enemy outpost. Pick up the 
clues that you can, then destroy the 
power reactor in the upper-right area. 


SWING OUT 


Use your Bionic Arm here to 
grab the platform above you 
and swing out to the platform 
below. If you grab the plat- 


form diagonally, you'll have 
forward momentum. Let go 
when you swing out to the 
other side. 





home base and tap into enemy lines. 
The operators at your home base 
will electronically unlock the door to 
the power reactor so that you can 
continue to the upper-right section 
of this zone and surprise the enemy 
forces. 















WRECK THE REACTOR 


The Area 0 control room 15 Wawaq 
packed with enemies. While | — Ий 

none of them is very tough, een 
they have power m numbers. 5 
Move to the right ofthe room, 





approach, and aim for the cen- 
ter of the reactor. 







1 E | 
1 
This cavernous base is loaded with armed sok 
diers at every turn. You'll have to be quick m 
order to make 1t to the reactor in one piece. 
After you touch down, head for the'Communi- 
cations Room and unlock the base gate, Then 
drop into the base, climb up to the reactor and 
blast ıt. You'll earn the Bio-Protem. 

















BREAK THE BARRIER_ 


An electronic barrier blocks the 
tunnel at the bottom of the base. | 
Use your Bionic Arm to climb to |: 
the tunnel ceiling, then blast the 
power source. 

- рат 







> 





Choose the elevator 














BITE THE BULLET 


There's a single Bullet ın this room. 
You can collect 1t for more energy 
meter potential, 










| 


Area 2 is| the first neutral zone that 
you'll come across. Make sure that you 
refran from firmg your weapon or | 
you'll be ambushed, Collect the Flares, | 


еп move on to Area 3. A 
— pls = 


| Ifyou step onto the elevator on the 
| left side of this chamber, you'll fall 
| eight floors onto sharp spikes. 


| side for a more gradual decent. 
Le ee 



















on the right 











FIND THE FLARES 


The Flares in this room are essential 
equipment for exploring Area 3, 
Without them, you'll be lost in the 
dark. 
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HANG ON! I BIONIC 
This 1-Up ıs difficult 2 COMMANDO , 


to reach. Swing out 
under the pipe and 
grab it in midair. Then 
pull yourself up and 






















1 
| The win y tunnel of Area3 isvery dark. 
Make sure that you're equipped with 
Flares when you drap into this; | 
... | area and send one mito the sky, 
tunnel. Once you destroy the 
| power reactor in this base, 
| you'll escape with the Wide 
Range Rifle. 








| SEE THE LIGHT | BIONIC ARM ASSAULT 


The power reactor guard 1s 
equipped with a Bionic Arm 1 
which fires straight up. If youre Ш 
hit by the arm, you'll lose your ki 
balance but you won't lose f 
energy. Ignore this mechanoid 
and aim for the reactor. 













You can provide the light at 8 
the beginning of the tunnel ın @ 
this area by sending up a Flare B 
as soon as the screen gocs $ 
dark. By hitting the lights, 
you'll be able to see and avoid 
the upcoming spiked pits. 

















“Tf enemy aircraft cross the рай of the 
DX-3 Turbocopter, you'll touch down 
between zones and us on the oppos- 
ing forces on foot. There are two big- 

“gunners in every on-field battle ai 
will reward you with chances to con- 
tmue if you're on target. After the battle 
_ is over, the enemy aircraft will return, 
giving you another chance to collect 
Continue symbols. You should build- 
up the maximum of nine Continues in 

nn — ae 






















SURF’S UP 


When you enter this base, you'll 
encounter waterflows from the 
sewer. Grab on to the ceiling as the 
waves are approaching and head 
for higher ground. 


The Doraze Dukedom sewer system. 
flows through a section of this base. 
Don’t get washed * 
away. 


ROBOT WRECKAGE 


A single, sturdy mechanical crea- 
ture guards the power reactor. Hit 1t 
repeatedly with shots from the 
Wide Spread Rifle. 


SWING RIGHT 
When you drop from the ledge 





above this 1-Up, latch onto the 
overhang with your Bionic Arm 
and swing over to the nght stde. 








DEAD END TUNE IN TODAY 
Talk to the soldier guarding this You'll find the Beta Recerver here. 


= door, then move on. The room ıs Pick it up and use ıt in the next area, 
| empty. 













You'll find very little to go on in this 
neutral zone. Head straight for the 
second room and pick up the Beta · 
Receiver. 
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Mine cars run through this section of Area 6 
every few seconds and roll over the small 
holes in the floor. Instead of being run over 
by these unmanned vehicles, wait for one 
from above, 

drop onto it as it 
passes and ride 
over the holes. 





You'll discover mteresting information 
regarding the enemy's experiments in 
biotechnology by tapping into the lines 
m the Communications Room m this 













































Mine cars are the only way to go in this section. Grab the 
cethng with your Bionic Arm and watt for a car to 
approach. Then let go and take it casy as the car delivers, 


The only way to collect the 1-Up in this sec- 
tion 1s to approach к from above. Drop into 
the area and reach for the ledge with your 
Bionic Arm, When you've got the ledge, 
reel in the arm and collect the 1-Up. 
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The only way to get from the 
ledge on the right side of this 
— room to the ledge on the left 
side 1s to swing from one pulley 
to the next. 








You'll need a powerful weapon and 

















good control over the Bionic Arm in 











order to clear this area, If you're not 
qualified to move on, press and hold _ 




















the Start Button and press the A and B 








Buttons at the same time to return to 











the DX Turbocopter, 


















































BLAST THE BARRIER 
The wall near the beginnmg of 1 3 






















this area will come down only — - 

if you're equipped with the POWER-UPS 

Grenade Launcher. If you don't 

have и, clear Area 6 first, 4 OUT OF REACH 3 
The Bio Protein and 1-Up on the 
ledge in this area are unappro- 

achable from below. Drop from 

the ledge above the items and grab 

the goods with your Bionic Arm. 





























SPRING IS HERE 


You'll catch a lot of air by falling onto the spring- 
loaded blocks m this section. Stay high by grabbing 
the ledge above you. 






If you've been tapping mto enemy 
transmissions you know that a mysteri- 
ous General Rile is hiding out in this 
area. You'll earn an Area 9 permit if you 
manage to overpower the General and 
destroy the Area 8 Power Reactor 






KEEP CLIMBING 


Several laser cannons hang from the ledges 
in this area. If you have a clear shot, try to 
knock them out. If not, 
ignore them and move 
on tothe next challenge. 
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ACTION! 


The battle 15 only beginning! Super Joe 
remains somewhere behind enemy lines 
and the Albatross Project 1s still a mystery. 
Tn later stages of the game, you'll discover 
that the project involves a man-made 
island and a hidden cache of nuclear mis- 
siles that are nothing short of the makings 
for World War HI! All that you can do is 
take the mission one step at a time. Keep 
your eyes open for clues, earn 1-Ups when 
you have the chance and continue to mas- 
ter the techniques of the Bionic Arm, 
Eventually, you'll walk away the hero. 


GENERAL RILE AWAITS | Щч 
Your presence has been detected by General COMMANDO | 


Rule and his cromes. After you exchange a 
few words with the villains, run to the other 
side of the screen, turn and fire. 


LATERAL PROMOTION 


There’s a lot of horizontal space 


between the ledges inthis section. The |: 

only way to swing from one ledge to 

the next is by aiming your Bionic Arm 
directly out to the 
left or right. Then 
reel it m and get 
teady for another 
move. 





Explore the advanced areas of the Doraize 
Dukedom and uncover Не вестив of the 


Your mission vill end in the heart of enemy 
territory 





20 

















Z 


| 
> 
ID 
«Urt Y'S IN 
AN 


Tuffy Mouse is lost and Jerry must find him 
before Tom puts him in a sandwich. That's 
the idea behind this action-packed race 
against the clock featuring the classic 
cartoon dua. Excellent contral, good 
graphics, ten stages, passwords and о 
two-player option round aut Hi-Tech's 
Game Boy offering. If you like to play cat 
and mouse, this is your gome. 


2 1992 Turner Entertainm 


This street turns out to be a giant mouse trap. Fhpping man- 
hole covers and spiked roads threaten to put Jerry out of 
action. On the upside, Jerry has a car to drive and lots Qe 
of Cheese to collect. High on the windowsills you'll 

collect specral Items, 1f you can find the 

hidden ledges to reach them. 


The only wey io each this 
Heart ıs from the upper ledge 





How can Jerry reach the Items 
on the buldmgs highest 
ledge? Look for a hidden ledge 
to the left using the Scan fea- š they are covering the hole, | 
ture, then super jump to it. 4 then jump over them, 
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ALA 6000: 


WEN me 


Jerry has five expressions, from a 
bright smile to a look of high | 
anxiety, that indicate his health. If \ 
he’s hit, Вей go down one level, 
but if Jerry gets a Star, it improves his 


` FFT] health by one level. 
COLLECT THESE ITEMS 


Many of the Items will be found easily, Always use the Scan feature to look 
but some are hidden m secret places. beyond the edge of the screen. 


> CHEESE (2 CLOCK HEART 


Hickory, dickery, dock, Hearts add an 
Jerry must find a extra Ше for 
Clock, which adds 30 Jerry, but they re 
seconds to the Timer usually difficult to find. 


STAR - BOMB 


Find all four ice Cream Stars arent easy h takes two Bomb 
Sodas in one stoge ond to find, but if you do get shots to send Tom 
youll sam а Life Heart ons, ıt will improve Jerry s packing, but ons Bomb 
Mouse Meter Item counts for six shots, 








Er. meu t j 
шев of Jerry's car. Once he’s 
behind the wheel, Jerry can 
drive over Ge ri ae | 









Look for the bottomless holes = 


 томе 
JERRY 


| The Ice Cream Seda and other Items 


— 


H C] E before you reach | 
" - ir the EE 


n. windowsills of this building | 


in the road. They'll swallow up I are filled with Cheese, but you | 


Jerry’s car, and Jerry, too, if he š should stop v if plenty 
op pes re Timer. 
e DN 


oftime 


The Passwords ore made À 
up of graphic elements А. 
the game, Ike the Clock Use the 
ا‎ 


= Вж 


че = near the end of the 

__| stage are easy to 
miss. Jump from 
—] _ the carto the ledge 








mi 
gum SN 
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The Park may seem like a pleas- 
ant place, but there are just as 
many dangers here as in the 
Street. Jerry can run at top specd 
through much of thus stage, but 


HEADACHES 
The Acorns fall m bunches, so 
you'll have to time your run 


beneath the trees. If you do get 
hit, look for the Stars above 
the бош шш 


he'll have to be on his guard for 










falling acorns, Mouse Eating — 


Plants (MEPs) and Tom. 









AMBUSHES 
T h th b. Wait fc 
imo pore irarum Ped 












Toy Soldiers patrol the ground and ledges while 
Tom attacks from behind the chimneys. There's a 
new way to travel, too. Try crawling through the 
gutter pipes. Don't forget to look for items on the 
lower ledges as well as the upper ledges. 
















PIPE UP PIPE DOWN 


The only way to reach the 
rooftops 15 by crawling up 
the gutter pipes. Jerry can 
climb through the pipe, 
either up or down. 


- Y ^f! d 
CAUTION: LURKING CAT 
If Jerry comes too close toa [ ы 
chimney, Tom will lean out 
and take a swipe at him. 

You may want to ignore the 
Cheese found here. 
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: FANTASTIC FOUNTAINS 
Jump to the top of the == 
_ fountan when the 
| fe surges. From 
_ there you can jump to 
the Jedges for items. 


Inside this tall, narrow house, the 
only way to go is up. Use dumb- 
waiter elevators and char 
z — s g7 cushions to reach higher levels. 
M Е p. E» - fj 7 Tom will attack from behind the 
алт M ^ brick walls. Don’t be lured by the 

р «Ps grow thick in some areas. Make | Cheese. 


HIDEAWAY 


p ded jump cleanly over them. Don't 

waste | jombs trying to destroy the plants. | 
Jump up and to the right 
араш the wall to enter a 


room with many items. 


con fall off the 
leapintothear Ж wall 


~ SKIP THE EXIT 


[р over He Eons of the roof if 1 
_ you have time left on the Timer You can 
collect more Cheese on the left. | pults capable of |. = 
E A OMNE E w flinging Jerry to | 
a higher floor. 


Jerry still har s more 
stages fo ao: he Showerstaze, 
if the Garage; fhe Garde; the 
droni 





Double Dragon 3 from Acclaim delivers a one-two 
punch as sure and steady as its predecessors with 
another slam-banger from Billy and Jimmy Lee. 
Get set for more Game-Linking, street-fighting 
action. 








E, ALL THE 
X RIGHT MOVES 
Ever since the Black Shadow Warriors called it quits and 


Marion decided to settle down, the Lee brothers have MENO a EAE cet ce ass 

been looking for a fight m locations throughout the fighting style. They've made punching and kicking an art 

world. Now, a fortuneteller has asked them to recover form. They've also perfected a High Kick, a Spinning 

the Rosetta Stones before another group of bruisers can Cyclone Kick and the Wall Drop Kick which involves bounc- 

> the gems for evil intentions, Billy and Jimmy have ing off barriers and landmg on creeps. And, if that’s not 
ted the challenge. enough, they can buy weapons along the way. 
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& MISSION 1: AMERICA | DOUBLE 
A, Before they can leave for their journey around the world, the Lee brothers | DRAGON 3 
MAA | 


‚ have to take care of a few things at home, A horde of hooligans are holed up 
* ina New York warehouse. Help Billy and Jimmy send those punks packing. 


BEAT THE BIG MAN 
The neighborhood store sells 1-Ups, 1 The leader of the warchouse 
energy refills and big sticks. You can = is a big man who specializes 
either buy two stems here or save your gj A in High Kicks. Take care of 
Coins for supplies on the road. — š bo this goon's cronies first, then | 
serve up a few High Kicks of 








CHOPPER CHUMPS 
Madmen on motorcycles roar up and 
down the warehouse walkway. You 
can knock them out of their seats as 
they fly by with a quick High Kick, 


MISSION 2: CHINA 


> 
? The first of the Rosetta Stones is guarded by a group of Kung Fu 
7 Ф Masters. If you've been studying your fighting techniques, 
though, they'll seem more like practice Фипапиез. Plow through 
these imposters and claim the stone. 









ARM YOURSELF ' FIGHT FOR THE STONE 


Before you start busting si 

bad guys, you can pick The Kung Fu gang is led by a 
up a few hel Е =| fighting giant. Hell step in 
Nunchuks are 2 must. when you close in on the stone. 
You can also purchase Cut this creep down to size with 
extra energy or the ‚ the Nunchuks or 2 few well- 


Cyclone Kick. pl > E d = > G А МЕ Б ) 








MISSION 3: JAPAN 


Samurai warriors protect the second Rosetta Stone in a small 
Japanese village. Even though they carry big swords, these fiends 

~ will fall quickly if you show them the right moves. Knock them 
out with High Kicks and power Punches. 


POWER-UP 


Before you start fighting, you should 
duck into the store on the edge of 
town and Power-Up. The best buys 
are on big sticks and 1-Ups. You can 
also get energy and learn a speed 
kicking technique 





; MISSION 4: ITALY 


Legend has it that the third Rosetta Stone was stolen from the 


The inhabitants of this town spend 
more time meditating than they 
spend fighting. You should be able 
to make short work of these slow- 
movers with very httle effort. 


Orient by European sailors centuries ago. Now it can be found in 
a small town in Italy. Surprise the villagers with a few swift kicks 
and take the stone as your own. 


ARCHER ATTACK 





that you can muster. 
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All of the creeps ın town are armed with bows and arrows. 
Move quickly to dodge the projectiles coming your way, 
then whomp those William Tells with all of the firepower 


WARRIOR WORKOUT f 
N 


The heavily armored warrior at the edge: 
of town attacks with a long spear. Try tof 
stay out of reach while he’s swinging, 3 
then move in with a High Kick. 








The guardians of the second stone 
are Samurai twins. Before you cin 
take the rock, you'll have to punch 
out this pair of fighters. Try to take 
them on one at a time. 


p 





ESTERO 
7» 


` Once you have all of the Rosetta Stones, the fortuneteller will take you to 


P. 


| DRAG 


0N 3 


Egypt. She'll ask you to use the power of the stones to defeat the villains 
who were trying to steal them. 











BIKER BATTLE 


Three motorcycle manıacs buzz 
by at the foot of the pyramids. 
You can knock these characters 
from therr bikes 1 your timing 


When you're just outside the Rosetta | 
Rums, you'll come across a group of 
whip-wielding fiends e 
creatures can fight oppone | 
on from a good distance, you should | 
attack them from the side 


в right. Before they hit you, 
jump and deliver a High Kick. 





THE ROSETTA ROOM 


There are several tiles that are 
decorated with symbols m this 
booby-trapped room. Unless you 
step on the tiles with the letters in 
the word “Rosetta” on them, you'll 
be ambushed. 





ARMED FIGHTERS @ THE 

The guards m this hall will fire pro- 

Ба from their arms. Avoid the TABLES TURN 

shots and move in slowly. The fortuneteller attacks 
you close in on the Rosetta 
Room. Hit this greedy villain with 
High Kicks. 





y, THE FINAL FIGHT P 
FR Once you defeat the fortuneteller and escape from the Rosetta 





Room, there will be only two more villams to conquer; the 
Mummy and Cleopatra. Stay away from these classic creeps as 
they attack, then move m with everything you have. š 


E 


b 








IGER PANGS GET THE BEST OF HIM HE FOL 
LOWED HIS NOSE AND FOUND A MONSTROUS CHUNK — 
OF CHEESE, SUT WHILE HE WAS BUSY FEEDING HIS х k ILLUSTRATED By «3 
Ш FACE THE GHOSTS FOUND HIM CHARLIE NOZAWA 
> 





YKES! 


7 \ > 
LS." 
4 
1 NY 
(С 


А 


DON'T TURN AROUND? 
APPARITION APPETIZER! 


4 


AS STAY BACK TO 
STARE ЕМ DOWN! 





YOUR WEDDING PLANS ТМ PLEASED TO WE HAVE THE BEST 


ARE PROCEEDING SEE THAT THE YOSHIS HYPNOTIST IN THE 
PERFECTLY. ARE SO EASILY COUNTRY PUTTING 
THEM IN DEEP 
TRANCES. 


VERY WELL. BUT DON'T LET DOWN BY THE WAY, HOW Is MY 
YOUR GUARD. THEY MAY BE DOCILE BLUSHING BRIDE'S WEDDING 
UNDER HYPNOSIS BUT THEY REMAIN GOWN COMING ALONG? 

ENEMIES OF THE KOOPAS. 


I'LL KEEP MY 
EYES PEELED. 





T CANT WAIT UNTIL 
THE WEDDING! ТМ 
GOING TO SNEAK A THAT 
1 PEEK AT THE DRESS! r Ae MARRIAGE 
w - j ЦА DOESN'T CHANGE 
Š HIM, 


| 


Ld > VEN 
UNO DD || 
| 9. 4l 
“ 
Vd 1 


WAIT. 
Т5 BAD LUCK! 


pS 


к ү 
I'M GETTING PIZZY FOR BEING 


STARING AT ALL > 
PAINFULLY SHY, 
THESE BLUSHING THEY SURE ARE 


PERSISTENT. 


вну. BLUSHING. ( LUIGI/ Y HAVE А WHAT GOOD 

a EAR OF PLAN/ FOLLOW МЕ WILL THAT 
- INTO THAT po? 

: ° ROOM! 


ES ی‎ 
Tyan) 


ES 26 





PLEASE LIE DOWN 
ON THE COUCH HERE. А 





YOUR SYMPTOMS INDICATE DON'T WORRY. ГМ A LICENSED PSYCHO- 
THAT YOURE SUFFERING THERAPIST, WELL GET TO THE ROOT OF 
FROM ANTHROPHOBIA' YOUR PROBLEM. NOW, TELL ME ABOUT 
YOUR FEAR OF HUMANS YOUR CHILDHOOD. 

MUST STEM FROM SOME 
BAD CHILOHOOD 
EXPERIENCE 


I SEE. 50 THE HOODLUMS IN 
YOUR SCHOOL STOLE YOUR 
LUNCHES ANO STUFFED 
YOU IN YOUR LOCKER 
EVERY DAN, 


THE SAME THING НАРРЕМЕО COUNSELING You 
ТО MES IT WAS AWFUL? WON'T GET US OUT 
LET ME TELL You OF THIS MESS! 
MY STORY! we 


THERE NOW I UNDERSTAND WHY, THERE'S А GREAT BIG Pp 
WHY YOU HAVE PENT-UP "OUT THERE 

aeree jas sa 
CONTROL YOUR LIFE 4 31 Ai 


A 





j 
AND AS BIG AS THE | _ BEYOND OUR GALACTIC 
EARTH SEEMS, IT'S JUST | SYSTEM ARE MORE STARS 
А SPECK OF DUST IN BILLIONS AND BILLIONS 
THE UNIVERSE. OF STARS! 
[77] 


Yasa 
WHAT DO YOU SAY # 
WE STEP QUT AND GET \ 
SOME FRESH AIR? 














I WANT TO TELL THE 
KOOPA KING ABOUT THIS 
WONDERFUL UNIVERSE, 

TOO, 





YOU REALLY ae 











ARE THEY STILL 
OUT THERE? 






LET'S SAVE 
THAT 
PRINCES 






NO, THEY'RE 
ALL GONE/ 





“HOW DO I BEAT THE 
GEAR WHEEL IN B-2? 


ome things in Ме are impos 
S sible, and this is one of them. 
You cant beat the Gear Wheel. 
As the screen scrolls upward, the 
Wheel keeps rolling, and if you are 
caught by it, you'll lose a life. It’s as 





The Gear Wheel appears ot the bottom of the 
screen ard rapidly comes ofter you 


simple as that. The trick 15 to manage 
not to get caught. As soon as you get 
into the area of Block B-2, keep mov- 
ing upward as quickly as you can. You 
can speed up your ascent by jumping 
onto the stars, If you do, make sure 


Jump anta the stairs while pushing Up an the 
Cantraller Stairs fall away beneath yaur feet 


b 
Kasey Curtis 





you are pushing Up on the Control 
Pad when you make the jump, other- 
wise you'll fall through the steps and be 
lost. As in all arcas of this game, ргас- 
tice makes perfect...or at least it may 
keep you alive. 





Don’t waste too much time defeating the ene 
mies The Gear Wheel isn't far behind 





nee you've climbed out of dan- 
О ger from the Gear Wheel, 

you'll meet a second challenge. 
Here there are stone platforms that fly 
up from below the screen. You'll have 
to ride on them to the exit. Jump onto 
the nearest platform, then continue to 
jump up to the higher platforms. In 
most cases, the original platform to 
which you jump will carry you into 
danger, so you want to keep moving. 
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Jump ta the nearest of the moving platforms, 
then quickly jump again 





Keep moving to avoid the spiked ceilings that 
are found in this area 


THE LEGEND OF ZELDA 
A LINK TO THE PAST 


WHERE ARE THE SUPER BOMBS 


he Bomb Shop is in the same 

place as Links House, except 

on the Dark World side. There 

you can purchase the Super Bomb for 
100 Rupees. Once you've done so, the 
Super Bomb automatically trails 
behind Link wherever he goes. He 
should go straight to the Pyramid of 
Power. Drop the Super Bomb in front 
of the large, cracked block and stand 
back. You'll blast a hole into a secret 
chamber. The Facrıe who lives in the 

chamber will give you а special gift. 

H 


4 outh of the town in the Dark 
World, Link will come upon a 
frog who tells a strange rale. 

The frog claims that his partner lives in 

Kakariko Village—a place where there 

are no frogs. In fact, the frog ts refer- 





Listen to the pitiful frog ond return him to the 
Light World where his partner is the locksmith 


H 


he Cape's magical attribute is 

that it renders Link invisible. If 

you have difficulty finding it, 
you may think that the Cape itself is 
invisible, It isn't. It is just hidden. Once 
you have the Titan's Mitt, go to the 
Cemetery and remove the dark stones 
that block the enclosed tomb. Now, 
back off and Dash at the tombstone. 
Links impact will open a secret passage 
bencath the tombstone. Inside, you'll 
find the Cape. 





fa +32 so 2a 
| 





Buy the Super Bomb in the Dork Warld shop 
where Link's House is «n the Light World 


ring to the bla 


nich. Такс the frog 
back ro the blacksmith and watch the 
joyful reunion. As a reward, you will 
be told of a Treasure Chest in the 
ruined smithy on the Dark World side. 





While the partners hommer your sword, go to 
the Dark World to fetch the Treasure Chest 





Remove the dark stones from in front of the 
enclosed tomb once you have ће Titon's Mitt 











Bomb the cracked stone on the side of the 
Pyromid Inside, you'll get the Silver Arrows 


partners are working on your sword. 
Take the Treasure Chest in tow and go 
to the sleeping man near the desert. He 
will wake up and pick the lock of the 
Treasure Chest. Inside, you'll find the 
fourth Magic Bottl~ 











Haul the Chest to the sleeping thief near the 
Desert in the Light World to get the Magic Battle 








Dosh ogainst the tombstone ond uncover о 
secret passage thot leads ta the Cape 
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BATTLE OF OLYMPUS 


HOW DO | DEFEAT THE VAMPIRE? 


ne of the best strategies 15 to 
make yourself hardıer. Collect 
the first two Ambrosias (as 
described in the section below} before 
battling the Vampire. That will effec- 





Hermes will give you the Sandals, which ollow 
you to jump higher during bottle 





tively double your Life Meter, You'll 
also want to increase your abilities by 
collecting various objects. See Hermes 
in his temple to get the Sandals so you 
can jump higher. Then visit Athena to 


оғ 
siom and war 


Athena’s Shield will help protect you from 





mythical beosts like the Vampire 





Nick Инес 


obtain the Shicld for better protection. 
With all these improvements, you 
should be able to withstand the 
Vampire's attacks long enough to 
defeat her. 


ое 


With Sandals, Shield and extra Life Meter, you 
should be able ta defeat the Vampire 








g WHERE ARE THE FIV ROSIAS? RR? 


ach Ambrosia lengthens your 
overall Life Meter, and refills the 
Life Meter when you get и. The 
first Ambrosia is п Argolis Take the sec- 
ond cave to the night and drop into the 
first pit left of the door to Hermes’ 





Temple. Here you'll find a room full of 
[f 





snakes (called Salamanders). Collect 20 
of these skins, then visit the old lady and 
buy the first Ambrosia. 








Foll into the hole left of the daar to Hermes 
Temple Below, collect 20 “Salomender“ skins 


Defeat the second Cyclops in Loconio to win the 
third Ambrosia Pawer Up 
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The second Ambrosia ts in the woods of 
the Peloponnestan Forest. Look for a tree 
in the middle of the screen Kneel on the 
branch and hit the tree to make the 
Ambrosia appear. Laconia i5 where you'll 
find the third Ambrosia. Defeat the sec- 
ond Cyclops to win the third Ambrosia, 
From the Fountain Room, go upstairs, 
then jump over the wide pits to the right. 
Inside, an old man will give you the 









The first Ambrosio must be purchased fram the 
ald lady who demands 50 Olives 


з from the Fountain Room and 
ght ta find the fourth Ambrosia 





fourth Ambrosia. The final Ambrosia is 
in Phrygia. After running past the guard 
t the entrance, you must fight two ser- 
pents. Use the Divine Sword and 
Bracelet to attack from no more than five 
squares away. When you sec the third 
serpent, go upstairs to get the fifth 
Ambrosia. After boosting your strength, 
go back down to battle the third serpent 
and to win the Moonbeam. 














In the Forest, E an the tree branch ond hit 
the tree for the second Ambrosia 





After defeating twa serpents, heod upstairs to 
get the fifth Ambrosio Then fight the snoke 


"HOW DO | FIGHT 





LOLO AND LALA IN LEVEL 2? 


he trick to beating Lolo and Lala 
15 for Kirby to get behind one or 
the other of them. You can do this 


by dropping through the passage blocks 
from above, or by hopping up through a 


set of passage blocks from below once 
Lolo or Lala has passed by Wast for them 
to pass, then drop down or jump up. 
Once he’s behind the unsuspecting enc- 
my, Kirby can inhale its block. The block 


Tony Burgess 


will go right past its owner and get 
sucked up by Kirby. As soon as you 
inhale the block, spit it out at Lolo or 
Lala to score a hit. Keep this up until 
you've knocked out both Lolo and Lala. 





Pasitian Kirby sa he con pap up behind Lola 
through the passage blocks 


a ENT 


ne of the King’s attacks is the 
Jump & Stomp. He jumps up 
and stomps down. When he 


hits the ground, stars appear from the 
impact. If Kirby is nearby, he can suck 


заш! 
MEME 


Defeat the four area bosses before moving an 
ta King Dedede, the final foe. 


THE PROS CAN SHOW YOU HOW IT’S PLAYED 








Kirby can inhele the black right past Lola, then 
spit it back to соге а hit 


O | BEAT KING DEDEDE? 


up the stars and spit them back at King 
Dedede to score a hit. This is really the 
only way to win. In the other two 
attacks, King Dedede runs back and 
forth trying to inhale Kirby, or he chases 


ay 


3 
fe 
1 


When King Dedede stomps dawn, stors fly aut 
Kirby can suck up a star and spit 11 back 


Keep up this strotegy until Lolo and Lala hove 
had enough They'll vanish in o starburst 


Kirby with a hammer. You can always 
escape by jumping or flying above the 
King when he charges at you. If you're 
really quick, you can use the stars from 
the Hammer to attack the King. 





King Dedede alsa runs oraund and attacks with 
a Homme: Yau con jump ar fly ta avoid him 


Counselors' Corner 
P.O. Box 97033 
Redmond, WA 
98073-9733 


(206) 885-7599 


Nintendo Game Play 
Counselors are on call 
Mon-Sat.. 4:00 a.m. to 
Midnight and Sun 
8:00 am to 5:00 p.m 
Pacific time 
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ALL NEWS 
TT. 





"INTENDO FOOTS 
n mm 
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A 
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DESIGNS ARE REGISTERED TRADEMARKS 
OF THE NFL AND ITS MEMBER CLUBS 


TEAM NAMES tOGOS, AND HELMET г 


Ҹә 


WER 


1 
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After naming your high school whatever you like, you can re- 
create your school’s uniform by changing the colors of your 
helmet, jerscy, and pants. 


The High School game lets you control 
your real school’s team as it plays against an 
actual cross-town rival or challenges the 
top computer high school teams, 








You can choose to play one of the highly-touted computer 
teams, or you can play against your school’s real-life rival by 
entering its team name and colors just like you did for your 
team. 





um xr 

EEE 

E 0 ; 
3023333309 
3919273003 
7082023037 | 
NO A ED, 








With 97 different schools to choose from, you can schedule 
your team agamst the toughest competition and try to 
impress the Top 20 voters or load up on cupcakes and guaran- 
tee a good record. 





Schedule the 11 schools in the order 
you want to play them. 








All 28 NFL teams are included, each with its own 16-game 
season and playoff schedule. Substitute playets from your 30- 
man roster for injured or tired players and bring m extra men 
to run special nickel defenses or 3-wide receiver offenses. 











Teams are divided into their real NFL 
divisions and conferences. 


Watch the Energy Meters so you con 
subshtute for hred players 


Guide your favorite college team through 
a gruelmg, Il-week season. You сап 
schedule your own opponents and track 
your progress in a weekly “Top 20” poll on 
your way to a bowl bid and a shot at the 
US. national championship. 


Experience the rigors of a full NEL season B 
that is never the same twice, no matter how 
many times you play. Player statistics are 
saved every week, and you can measure 
your players against the rest of the league 
on the post-season Leader Board. 


r =" - ; 
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Colorado s offense is loaded with run 
‘option plays 









Offensive players can choose two audibles at the start of each 
quarter that can be called using the L and R Buttons. There are 
32 offensive and 16 defensive plays ш each playbook, and each 
team has its own playbook. 












Nothing compares to the excitement and drama of the Super Bowl, especially m 
Super Play Action Football. Now yom the Washington Redskins and Buffalo Bills 
as they battle for Super NES superiority. With Buffalo leading 21-17, late ın the 
4th Quarter, Washington has the ball, 1st and Goal to Go, on the 10-yard line. 





n cells a Sweep Rig! 
play on first down, hoping they 
сап pound the ball in on th oes A - 
und. Puffolo gombles, cell Y сие 
HE d Button to snap the Бой, ond then pitches lo. 













The runner tries to sprint 
using the A Button and 


5 Uz 2500 


The Buffalo player uses the L or 





4, R Button to switch to о close spin oway using the L ond 
y Player ond blitzes oround the end R Buttons, but ıs tockted 
gy with о hard-charging Imabecker | for o S-yard loss. 


















| The quarterback 
tokes the snap ond 
drops back, waiting. 
for the screen to set 
| up Не then dumps 
the ball off to the 

fight end using the B 
Button to poss 


Washington calls a TE Screen piss 
on second down. The Buffalo 
defense knows a pass is likely but 
plays п conservative 3-4 Man-to 
Man. 


Oz» 2209 


E 
єл 


- then, оз his blocking deteriorates, 
he uses the B Button to dive past two. 
defenders for o nice 5 yard gain 
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| | 
| SUPER PLAY ACTION | 
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Kid 


an hasta poss and opis 
for a Desp Slant play. Buffalo i 
кирү reserve comer a ud 
changes the size ofthe radar — 
sereen Now be cen easily 
spot open receivers downfield. 


OZ» 2209 


10 


ling by 4, Washington 
has no choice but to go 
“thet uchdawn on dth down, 
ond call › diva play Buffalo 
ings up in а 5-2 Goat Line 
lefarce end gats ready for 


=! 
ч 
= 


bo OZ» 2209 








& Simpsons adventure: 
for the Super NES has Bart E 8 
trying to make the grade—in his dreams. PAN - ^ . 
The pursuit starts. onthe streste of Windy a 
World and sonde through sik stages, # . 
each starring a Bars superhero. Youll see ет 
Bartman, Bartzis, Halana Bart and more. 
And Homer, Marge, Lisa and even Mr. Burns 
show up to tum his dream into a night- 
mare, The play is challenging, and if 
youre a Bart fan (and a Bartman 
fan), youl like +h si 
Simpsons animat 


Acclains new : N E ( К 



















Windy World | In : і ro 


Bart’s nightmare places him on 
the streets in Windy World, and he’s 
not alone. Mailboxes uproot them- 
selves to attack, school buses turn into 
steamroilers, and Lisa floats aloft wait- 
ing to turn him into a Frog as he 
pounds the pavement, 5 
hopelessly for his lost homework. 






















Bummer, man! When Lisa dusts Bart from above, he Bart remoms a Frog, hopping the streets, until he 
tums into а Frog, and Frogs cont collect Zs finds a woman who throws him a kiss. Gross 

















P - - - 
/ As he walks the streets searching finds all sorts of trash, such as cans of Seeds, Each has a use, so tidy up Windy 
/ for his wind-blown homework, Bart Pop, Bubble Gum, and Watermelon World and collect a stash to use later. 


Tha Rin рай Ма г.) Er СИТА 
е | 1 1 за GIM | 











When ha guzzies o сип oF Pop, kort lets loose q Bo vens Bubble Gum to Host Bon Zhao В 


Вап s Watermelon Seeds stop the floating Fish and 
killer Belch that clears the streets of enemies. reserve. Sometmes they burst on the ald woman. 


the топос Televisions Pres А ond spt onl y 











„7 Bart doesn't HAVE to suit up, but 
/ he might WANT to at times. When 
he touches the man carrying the Suit 
Î | ona hanger, he spins instantly into it. 
The Suit protects him from damage, 
thus saving Zs, but keeps him from 
collecting additional Zs and using 
weapons. 
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battling faces famibar to the waking 
sader extraordinaire, world. When a Boss Meter appears, 1t 
patrols the skies armed with his trusty means that a major meany is on the 
Slingshot. The vigilant superhero can way. Get the jump on it! Fly to the left 
earn lots of points by shooting rockets side of the screen and start blasting 
launched from below, deflating away before it shows. 






















In Bart’s nightmare, faces from Slingshot. He meets that crusty of school, and even his dad’s barroom 
his everyday life show up. As Bart- Burns, his boot-lickmg assistant, buddy, Barney, riding a pink elephant. 
man, he flies the skies armed with a Smithers, the tormenting Twins from Апа boy, can Barney belch! 


/ 








; : = q 
E 
LI 
‘The Twins tess WoterBalloonsetBartman Even Bart s killer Belch is no match Burns's blimp may be slow, but its Smithers spoils for а dogfight as he 
as they bob above in а basket for Barney s bad breath Bewarsl stocked with an array of rackets derts around in hes vintage biplane 











The Missile barrages are dangerous 
throughout the stage, but they're 
deadly in the radon-cloud region. If 
they shoot the Bartman down, expect 
an electrifying encounter with a 
cloud. They deplete the Ще force with 
a ZZZZZY in a matter of seconds. 
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Maggie's Temple 


Whip in hand, Indiana Bart calls 
upon his years of research and inves- 
tigative experience to figure out the 
puzzling path through the temple on 
colored stones of various heights. 
While avoiding the temple’s demons, 
Indy Bart must figure out which 
stones are safe to step on judging from 


Beat the big Bird to its Egg for a 1-Up 
and 200 points. Listen for a loud 
squawk. That's the sign that the bird 15 
about to descend. 





The Green Devil chases Bart from 
stone to stone. If you wait too long on 
one pillar to set up a whip shot, you'll 


drop out of sight. 





their heights and the number of times 
they've been used as landing sites. If 
he gets to an Egg before the Bird does, 
he'll have an extra chance to solve the 
mystery of Maggie's Temple, starting 
with figuring out how to avoid her 
Pacifier projectile. What 1s Homer 


hiding? 


Maggie is a supersonic spitter. If you 
cross her lime of fire, she torpedoes 
her Pacifier. Jump to a low Blue Stone 
to avoid it. 





Jumping onto some stones makes others rise. Look for 
a path that raises the stones that you can use to avoid 


Maggie’s Pacifier. 








The Blue Devil hops around in a 
square, and if he gets close enough, 
he'll push you off your block with his 
pitchfork. Whip him good. 
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In his dreams, Bart becomes Bart- 


zilla, a huge reptile capable of strik- 
mg fear m the hearts of the tiny 
people of Tokyo, First, he cuts a path 
through the city streets, then, m a 
second stage, he chmbs a tower 
topped by a big ape that looks suspr- 
ciously like Homer. 


Bartzilla cuts a wide path through Tokyo, destroying 
everything within range. He spits fireballs at buildings 
and helicopters and shoots deadly laser beams from his 
eyes. Firebomb buildings and zap the tram for a high 
score. 


To E a latctramm 


When a jet streaks to the right across the bottom of the 
screen, expect it to attack m short order at eye level. Use 
your eye beam to ground it, 








The more things you shoot, the higher 
you'll score, so keep your fingers flymg 
and blast away. At the stage end, you'll 
reach a tower. 


Š 
= 
Be 








Now Bartzilla must climb the tower to zap 
Ape-man Homer at the top. Watch out for 
falimg frying pans, tossed TVs, even 
launched kitchen sinks, Press A to become 
an electrifying blue lizard. 





AQ 


Marge ıs a massive, mad hornet. To avoid her 
sting, stay as low on the screen as you can 
until she leaves, 





‘Stop and hang on to a low Resume your climb when 


row of windows when the flies away, but watch 
Marge buzzes the tower out for her return flight 
А LI 
aa mara ЁЁ a> 


/ 
A hairy Homer perches atop the tower, and 
only an electrified Bartzilla can shock him 


back to his senses. A good yolt will make him 
regain his senses. 








Infection World 












In Infection World, Bart dons his 
swim fins for a dip in the germs. 
Armed with an air pump, he gloms on 
tothe troublesome cells and fills them 
past the stretching point with ат, Ka- 
Boom! If timed right, the explosions 
can also wipe out nearby germs. He 
can hold his breath for a long time, 
but he can’t withstand attacks from 
well-armed germs, 












Mind The Metal Heads 


Talk about your germ warfare. These metal-headed 
meanies launch grenades, so watch out for therr floating 
fireballs and try to blow them away before they can pull 
their pins and mine the waters. 










Flee From Funnel Heads 


Pomty-peaked army germs don’t shoot, but they can 
burst Bart’s bubble by poking him. Blow them away as 
soon as possible 












While you're pumping up 
an enemy, stay near the 
top of the screen to avoid 
germs floating below. 












Radiation Rider is a cowboy with a He shows up on both sides of the screen, 
cause. If diving Bart can touch him six and you can tell he’s about to arrive when 
times, hell recover a piece of Homework. you hear him say, “Hi, there!” 









e^ ---. 










The house has a mind of its own, Now Bart has to 
watch out for hazards like attacking Telephones and 
bouncng Light Bulbs. 










Bart's Nightmare would bc incomplete without that 
ultra-violent duo, Itchy and Scratchy. Bart and Lisa have 
a howling good time watching their show, but now Bart 
finds himself the target of the nasty tricks the pair plays, 
and that's not so cool, man. And they aren't the only ones 
trying to make Bart the victim of senseless violence. House- 
hold appliances, such as Lamps, Ovens, and Vacuum Clean- 










ers have it out for him, too. 





In the Living Room, violent Vacuums try to 
sweep Bart up, and Marge’s Eyeballs bounce 
at him off her portrait. 
















If you stand on the Table you'll be out of 
reach, but from there, you can flatten Itchy 
and Scratchy with your Hammer. 

















Stand by thc cabinets, as shown, right. From there, you can 
avoid the Oven's flame. If you don't have the Extinguisher, 
throw Pop Cans at the Bubbles in the Sink. 








The Fire Extngur 
sher is a valuable 
weapon. There's only 
one in the game, and 
you'll want to save it 
for end enemies. 





The overstuffed 
Char in the attic is a 
safe spot to stand ın, 
but be careful when 
you step down to b 
attack. 





The first three bouncing Bulbs 
become l-Ups if you spray 
them with the Extinguisher. 
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Holy smokin tires! Kart mania is spreading and has invaded the 
realm of Super Mario World, Eight familiar Nintendo characters 
» 


compete for the highly coveted Kart cups. Donkey Kong, Jr., long 
mussing from video game action, returns as one of your Kart racer 
choices. The racing action is very similar to that of F-Zero, as 15 the 
“behind-the-driver” pomt of view. However, unlike F-Zero, Super 
ни Mario Kart features a split-screen, 2-Player simultaneous mode. As | 
with all Mario games, Super Maio E 15 a whole lot of fun! 


T 






CHARACTERS 


Each character's Kart in Super Mario Kart has differ- 
ent racing capabilities, but each character can win any 
given race. You just have to know how to get the most 


Maria is fairly quick ond comers 
well He doesnt have the highest top 
speed, but he s а good overall 
choice Mario tends to aver-correct 
when сатпа aut of a turn. 


Luigi races in much the same manner 
os Mano It makes sense, they re. 
bros! Н appears that Luigi is nat quite. 
as squirally when coming out af the 
fight corners 


The high-revving Kart which the 
Princess drives is а very good choice 
(оса campatitor wha wants a steady 
Kart The Princess comers a bit better 
than Marto. 


Yoshu and the Princess probobly 
practice racing together because 
they seem Го have the same abihties 
Yash would ba а good choice for an 


out of each Kart. This knowledge will come with 
practice. In the 2-Player Mode, each competitor must 
choose a different character to race with. 


——— 
dts a wonder Bowser even fils in hus 
Кап! Не s slow ta accelerate bur 
because of his weight, he cames a 
fot of momentum and hos а very fast 
top speed 


The ape probably has the fastest car. 
but he doesnt corner well If you're а 
pro Kart racer, choose DK, К He s 


This Koopa could set а record! Не s 
not extremely fast, but he comers 
well He s hke a cross between 
Mana and Toad, You can stay on the 
gos longer than ather racers 


Toad ıs similar ta Касра and could 
possibly beat him out m a close race 
because his acceleration 15 а bt 
better See if Toad can beat 11150 


the one to get you to the finish hne 
first 
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Choose а difficulty level by selecting either 
the 50сс or 100cc class. Your Ranking and 
Time statistics will show you how you've 
done against your competition. 





There are two different Kart classes which you can 
compete 1n. The 50cc class 15 for beginners. The 
100сс class 15 for advanced racers. Here, the action is 
faster and you will be severely bumped around by 
the competition. 








You'll receive a set amount of 
points for placing in the top four 
spots in each race. If you place 
anywhere from fifth to eighth m 
any given race, you'll be “Ranked 
Out" and you'll have to RETRY 
or END your game 





Not only will you see your overall 
elapsed time for each race, you'll 
see your individual lap time. 
Using this information will help 
you to see where you may need 
improvement. Your first lap will 
usually be the slowest 





ITEMS 


When your Kart passes over a “?” block, press the A Button. This allows you 
to acquire a special item. Refer to the chart to find out what to do with them. 
Press the A Button to use an item, 













R D Seu FeaTuen Cans Микнвоом 





















The Red Koopa Shell With the Feather, you con y Run over tha Coins to pick Aburst of speed will result 
con be referred ta as Wop gaps or Бастия Í them up The other racers by pressing the A Button 
tha Homing Shell which you can't normally | Í сап! pick up the Coins on while ће Mushroom 15 
When launched, it wall leap by pressing the A the track. However, you Il shown inthe ltem window 
ек aut opponents and crash into Button. Try using it on the lose Coms rf you crashinto Use it on straight stretches. 








them, causing them to spin out Ghost Valley tracks your apponents to pass others 


Green Shen Banana Рев. ентм Вот 


“Who shot the shell?" 















If o Kort runs over a You dont get these very 
Banana Peel, п will spin often. Almost never Using 


ане sh Invincibity is the resul 
Lemon when when you utilize the Star 
Ж үрен he IF you come i contact with i out of control and likely the Lightning Balt will couse 
Green Shell li shoots ха 9n opponent when you re. to drop back о few post your opponents to shrink 
тупое, they will spin fions. Drop the Peels m in size Now you can run 


straight aut. И can return to haunt you, ий af сопа |: ‘over the top of theml 





though highly troveled areas 


==. 


There are various playmg techniques which will help you to get around the 
tracks faster than anyone else. It’s usually the smartest, not the fastest, racer 
who crosses the finish line and takes the flag first. 


ЅТАВТ ЅТВАТЕСҮ Me ENT 


It varies for different Karts and The more gold Coms you collect, Sometimes, sliding around corners 
different track conditions, but the faster you can go! Choose can be advantageous Try this: instead 
you can get a hole shot if you rev your lines carefully when racing of slowing down, swing wide and then 
your engine just the right so you can run over as many slide around long, sweeping corners, 

amount. Experiment. Coins as possible. 


AE 





YOU DROPPED THE BANANA 


Any racer can pick up and drop a Banana Peel, but it's the racer 
who can accurately place the Banana Peels in strategic locations 
that will benefit the most from the slippery skins. 


BANANA CHUCKING SHELL ОВОР 


To drop or throw? This, I believe, в the Normally, when you have a Shell, you 

question, Press tha A Button to drop а will shoot rt aut ın front of усо However, 

Banana Peel Whet s more, you can press fo drop ıt ай on the trock, press Dowp on 

the A Button and press Up on the Catral the Control Pad and the A Button. E усо kaws the ا‎ 

Padtothrow o Banana Pes! ou ın front of you : с Yeu cians wia shonen By pressing either the L or R Buttons, you 


-= 2 


the distance you hava ta 


con jump your Kart over Banana Peels and 
race Jump over barriers. other small obstacles. 
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MUSHROOM CUP 


MARIOCIRGUITT— ГА cons 


Choose a line which takes you 
dy ле тыу Coms as 
This is by far the easiest track to negotrate because there are no hair- | Рохе Пеу em teme 
Ger 
pin turns, This 15 a good track to test the abilities of each Kart and ts | every lop m several locations 
driver. Choose a 1-Player Time Trial and continue to switch Karts to 
find out which one suits your racing needs. 









every lop т several locations 


B ITEMS 


Thera ore 12 square gold +?" Blocks inthis area Each ane houses one 
Item When you cross over а Block, press the A Button ta pick up on 
Item The Block wall tum red when it hos given up the Item which it held. 













ApoNT В DIZZYING - 


SLIDE Because af the loose surfaces, you j 
ар Да 


DONUT RLAINS) — 


On Donut Plams 1, the Kart gang will experience some shppery 
surfaces for the first ime m their racing careers. There are several 
corners which have loose dirt and debris strewn about. Some of these 
corners are of the hairpin variety, too! Slow down for them. 















GHOST VALLEY) - 


Scary. The Ghost Valley tracks are very dangerous 
because you'll have many opportunities to fall off the 
edges of the elevated wooden track. The Feather 15 the 
most prized Item here. 









А SHORTCUT B DROP QUT 


Using the Feather to jump, you can cross the рор and make il out to the. You'll lose precious hme if you drop off 
narrow bridge which will deastcally cut the distance you hove to travel Ше edge of the Ghost Valley track. 
There may be a way ta make the sop without the Feather Hmmm??? Fishin Lokitu will place you back on the 


JE Ou course, but he always charges a Ма 
a 
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MARIO KART 





SPIKELESS THWOMPS? 


Well, they are Thwomps, but they have no spikes. Nonetheless, 
these hefty hunks of grarite will stop your Kart in its racks its best 
to choose a line winch takes you right between these Karterunchers. 













Unlike the other tracks in Bowser's domain, there aren't too many diffi- 
cult obstacles in Round 4 of the Mushroom Cup. The Thwomps will 
probably be your biggest headache—especially if they land on your 
head! Try to hit the Turbo Tiles in the long straight stretch. 





Dant turn too sharply when 
diving through these areas 
because you may spin out Ж 
Its very slick! Bowser must 

have put his cromes to work + 
on it before the race 











The coolest thing about Mario Circuit 2 15 the crossing area of the 






track. You won't have to slow down for crossing Karts, you can sail 


right over the top of them. Be careful when shooting а Shell in the crossing 
area—it could bounce right back and take you out instead of your rivals! ud. > 


SWING WIDE 








Here's the key pick a 
fine which will send you 
directly between two of 
the green pipes 
pal tease tha other 
side of the track Every 
thing also ıs easy! 


SPECIAL FEATURE 
2 PLAYER MATON RAGE 


Two players can test their wits against each other on any course m the 2- 
Player Match Race Mode. А win/loss record 1s kept for each Kart racer. 
The losing racer 15 given the opportunity to change the course, change 
Karts, retry with the same Kart or end the game. 


FLOWER CUP 












The terram on Choco Island 1 1s dominated by bumpy 
surfaces and mud slicks. Maybe some of the bumps are 
buried candy bars, Could be. The corner right before the 
*?" Blocks ıs the only one you should need to set up for. 







= 


MUD BOG 








IT'S A SETUP 






These "S" curves require some set up And, given lts difficult ta avoid the Mud Bog Yaull spin out f you try ta tum too shorply 
the fact that each Kart reacts differently, you shauld inthe Bog Use а Mushroom ta blast through the Bog if you hava ons 
experiment ta find aut what point each Kart will T p 






begin па 





А BREAKAWAY BARRIERS ` 





Let's go the other way! Previously, all of the tracks were travelled 
counter-clockwise. Ghost Valley 2 takes on a clockwise lap rota- 
tion, It's a different “есі? but you'll get used to it easily. You can 
make good use of a Feather on this track. 






line varipos portions af the Ghast Valley 
away if you crash into them. Be carefulthey wont be there 


The Boo Buddies mutt have been busy waxing | 
the floor By now, youre familiar with slick. 
surfaces, Tread lightly through these areas | 












There aren’t many slick corners in Donut Plans 2, but 
almost every corner 1s severely sharp. For this track, it 
would be wise to choose a Kart Racer who corners well 
and has good acceleration like the Princess or Yoshi. 


WATER SKIP 


Bowser (s going to 
goin on Mana by slap- 

‘over the edge сЁ 
RU 
Mushroom just bafore 
getting to the water » 
edge Bowser, or any 
ather Kart dnver, can 


accomplish thes fact р 








Zee е $ 
MONTY MOLES! 
я Manty Moles are bock once again 
ta give your racer trouble: They it 
jump up and affix themeslves ta 


the front af your Kart Jump up and 
down to shoka them aff 
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In this, the second area of Bowser's Castle, it's very important 
to accurately set yourself up to take cach corner as smoothly 
as possible. Each corner is a nincty-degree turn. This means: 
no cutting corners. Give yourself a wide berth. A Feather may 
come in handy for some of the turns, 


A WHICH WAY, EH? 


H you take the “outside” 
route, you re likely to hit ihe 
Turbo Tile and geta needed 
burst of speed However by 
taking the "inside" route, you 
won t have to slow down Sete lava Fishin Lolatu wil 
quta os mech the comers Tyg “outside” route ond the The “inside” route ва more come along to bdil you 


It's up to you. Turba Tile дос sih eu but the slowdown will 
















B LINE UP THE JUMPS 


Make sure that you take. 
the jumps straight on. If 

you dont, you could end 
up landing in the molten 








A TURBO 
PLATE 


The 12 square “?” Blocks appear right after the start/firush linc Whar comina зе не ЕЭ] 


comer on each lap, make sura 
on Mario Circuit 3. This gives you the opportunity to gam an to pass over ће “V“ shaped 
advantage right from the start. Proper use of the Item which you де Te Moe FN е 
pick up will definitely help you. You'll need to slow down to SER doen enm The 


negotiate the hairpin turn in the midsection of the track. wall prevent you from blasting, 


= d aff of the povemam _ ._ _ 
F- Ww 











SPECIA 
FEATURE 
; 122 AVER BATTLE 










c-or-one 1n the Battle Mode! Select one of four 
ре бис to do battle on. Three protective 

bumpers will encircle your Kart. If you get hit, you will lose one of your bumpers. 
Z hefrule 15: three hits and you're out! It’s usually a wise decision to choose a Kart 


whack has good cornering ability. This will better allow you to negotiate the courses. 








KOOPA BEACH 


There aren't any tight turns on Koopa Beach, It’s a good thing— 
the sand surface isn’t the best for traction. The mam obstacles 
are the narrow course width and the water. Your Kart will sink if 
you get out into the deeper, darker water. 


А DEEP WATER 
HAZARD 


Again, Fishin Lakitu will bs employed ta 
Вай your Kart out of the drink. He looks а 
bit upset, but he lÍ gladly take your Coins 
Avoid the dork blue areas This is the deep 
water Ёз a good idea ta hop through the 
shallow water using the L or R Button 


B JUMPING FISH 










The Fish which flop around in certain de A 
areas of the beach will do the same = 

û o jour Kor many ойиг ir a 
obstacle cause it to spin out Dont =. 
worry, they re fairly easy to avoid 










CHOCO ISLANDA 


All of the Kart racers had so much fun racmg on 
Choco Island 1, they decided to have at 1t again! This 
time, a much larger patch of chocolate goo awaits them 
as they make their way around the tasty track. 






VANILLA LAKE — 


Oh, great! Not only is Vanilla Lake iced over, it's got a truckload of obstacles and it's also 
difficult to see exactly where you're going. Keep in mind that this 1s probably the 
shortest track. You'll be turning constantly to the right. 

















A ICE BARRIERS 


Inacouple ofplaceson Vanilla Lake 1, yoyllencounter |7 7 7 -7 @ 
small blocks of ice Obviausly, the best strategy is пої | 
to il hem, but if you do hit them, they vall break away 
Always remember whera they are 











ы s 
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BOWSER CASTLES 


Bowser’s course creations kecp getting more difficult, 
Bowser Castle 3 doesn’t have as many corners as Bowser 
Castle 2, but you'll have to be just as good at cornering and 
keeping your Kart heading ın a straight line. 


А LANE CHOICE? 


| There are three lanes which you can choose from in us area The 
| inside and outside lanes have Turbo Tiles which will boost you quickly 
down the stretch, The middle lane has two #7 Blocks contaming Items 



















Marto Circuit 4 is a long track and has corners of all shapes 
and sizes. If you win in the 100сс class here, you should 
consider yourself an expert Kart racer. Hang on to your 
Coins—you'll need all the speed you can get! The other racers 
will try to stop you from making it to the Special Cup Race. 





А PIPE BARRIERS ` 


Those pesky pipes can pop up anywhere! 
Unfortunately, they popped up эп а cauple 
of росе: on Maria Circu 4 Go around! 



















SPECIAL FEATUR 
10000 SPECIAL RAGE 


To make 1t to the 100cc Special Race, 
you will need to win the Mushroom, 
Flower and Star Cups. A good Kart 
racer will usually take the Silver Cup in 
the Star Cup race. However, only the 
best Super Marto Kart racers 
will take home the Gold in 
all three prclimmary Cup 
races, Can you conquer the 
challenge of the 100cc class? 
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NEW DIMENSIONS OF PLAY 


Out of this World trom Interplay plunges you into a comic and sound effects further heighten the mood of the different 

® book/cinematic adventure on your Super NES like nothing scenes, from the frenzy of a laser shootout to the quiet foot- 
you've ever seen before. Delphine Software, the game's deve falls of your hero searching a lonely cavern. The game play 
oper, went to extraordinary lengths to achieve their vision of — itself consists of figuring out ways to avoid traps. Sometimes 

the game, using new programming techniques to create the the traps appear in the form of attacking aliens, while other 

up mp Sive graphics AS you play, animated scenes link your — times you. must avoid floods or rock talls. Although the 
action IM storyline. You'll atsSee cutaways and close-ups control requires patience, the overall effect of the game 15 

Pie, Wat add to the drama. The musical score) truly out of thisworld. 


Жу; 
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_ OUT OF 
-THIS WORLD 





STAGE 1: 


SHADOW 
BEAST 


Run to the right. 
Kick slugs. 

Run to the left. 
Leap to the vine. 
Escape to the right. 


AN 


Af you зоба m Си t 
pool forse: zen 4 
Es tentacle f 3 
from the poot IF yos rad 
dore move, the entadı 
wraps aróund Chayki 
and pulls him into th 
depths. Keep moving te 
void this menace. 


Walk юн pa unti вс А e 


ri [ 
те { 


scene shov 
beast. ii я is put 
appears, ch yon 
Controller and hold the 2 
Button. Now, as soon as th 
cene. switches back to dí 
action, run to the left zt'tor 





Lester = Knight Chaykin, a scientist 
working on an experimental particle 
` accelerator, is running a test late one night. Buried deep in the control 
Y room, he is oblivious to the storm raging above ground. As the experi- 
A ment reaches its critical phase, a freak Бой of lightning enters the accel- 
eration chamber, causing a dimensional shift. Chaykin is transported to 
an alien world where he is а fugitive, running for his life. Wath the aid of 
an alien prisoner, he must somehow find a way back . . . or at least a way 

2 to survive! 


After climbing from the deep pool where Professor Chaykin enters the ahen world, 
you're faced with a strange landscape haunted with dangerous creatures. The most 
terrible of these is a savage beast who waits at que E^ right edge of this stage. 


E 





CAUTION! 
AREA THE TENTACLE 


Trente sempe 


appear їп shaded boxe: 


Even the iowcstarcatures in 
this alien world.can destroy 
you. One bite from the 
saber-toothed sluss will 
end the game. Approach 
them by walking up to 
them, then kick them using 
the Y Button. Ona kick will 
turn 2 slug tuto:alime. 


« 


Much of the challenge of this game comes from 
figuring out how to get past traps. The solutions 


5. Use them as a last fesort. 


AREA?: SLUG ВАТ 


A» 


Hite dogs i re 


AREA ^: JUMP TO IT 


At the far left adze of th 
staga dep ве Ts 
pulsing will bé sigh 
тойлау tail, Foul swing pas 
the beast and land to th 
right of it. Start runnin; 
back to the right, and don’ 
stop until an alien shoots th. 
creature, ў 





г 


After escaping from Ше beast, Chaykin 
finds himself prisoner of the айеп inhab- 
ıtants of this world, He awakens in a cage 
suspended from a cham. With him ıs the 


alien who shot the beast, who is ES now a 
prisoner. Furthermore, the prison seems to 
be far below the surface of the world. There 
is no apparent Way out. 


AREA 1: 


CAGED 


sk shitiage Neck ада ан eine tha soot 

“ol Fad to set‘ > Ph motiom Once the cage 
swings far chotigh to the right, the chain will 
break and the cage will crash down on top o 
the guard, who loses his laser pistol, Pick up 
the pistol and follow your alica ally. 


Escape and = the gun. 
Ally opens the gate. 

A view of the world. 
Shut off power to Area 5. 
Blast door and exit left. 
Ally opens trap door. 


AREA 2: LOCKED OUT 


“Your dien fried has the know-how to ope the locked 
ote to the right, but it will take timc. Your job is to hold 
off the лаф. Ci pa shield with: na gun. Bi blast-at 


е“ Make Ж asr 


AREA 5: QUICKNESS 


® 2 Era E E 

A he апат lowe hanba поза through thiee 

doors to get at you. Run-fo the hole, drop through, and 

kesp moving to the left, outufthe s ads range. Avthe far 
A n 


yeh Tip 2 nin RER 


AREA а: BLACKOUT 


At the bottom бї the*siiatt is 


A guar with < quick tar. 
“You'll have to be faster with your laser pistol, then knock 
се powetswitchbehindhimssthe werd on the floor 
abn Уш ren 


AREA 6: SACRIFICE 


Aude guarde Gate аря oves but he Wore lire just 
yet. Stand guard while your buddy opens the hatch ther 
jump down the hole. ior ally с ant follow. No w time 


затапи et 





sible. Before you get there, however, you'll have to blast through thick doors and zap an 
alien guard. When you emerge from the tunnel, you'll find yourself on a wall above the 
alien city, with only one way to go. 
















I Recharge Gun. 
|2 Defeat guard, exit right — — 
3 Runandjumpright —— 
4 Blast hole in right wall. 


t 
ij 


The long cavern beneath the Jake 
has countless dangers, from rock 
falls to floods to danglmg ten- 
tacles, You'll have to avoid them 
all, sometimes twice, to figure out 
how to climb from danger. 


AAA 






I Drop down the holes. 
2 Proceed to the right. ` 
3 Jump over the spikes. 
4 Avold falling rocks. _ 











Jump over enemies. — 
6 Blast door and return left} 
2 Biast left side of pedestal 
7 Blast wall beneath pool. 
1 Run to gray platform. 





This area of the A fortress presents unıque problems that ош be over the Professor's head. The difficult part might 
seem to be the flooded caverns, Do you dare to dive into these depths and look for a power conduit? There's plenty of 
action above water, too. Look for а reunion with your ally after a blistering chase through the tunnels, . 


SIAGE URDER 
Go right. 
Go left. 
Shoot lamp chain. 
Destroy 
guards. 
Swim to the 
air pocket. © 
$ Shoot power 
cable. 


0 
SEA THE LOST GUN | 


When you tuh to the tight, а 
жаар YOR wu u у= 
m poa Whe laser guar 


gaes diding across rhe door, 
You must kick the guard: 
Tace for the gun, then turn 
and fire as fast as you can. 


| AREA 7: RICOCHET LASER 


= 


Set upa tofê hield анон 
jhe doors then step tomar 
Зен A) qd 

Aon yc ei sa the боо 

Bove, o “balls will 

oie she Y closed doors 

and destroy the guard. 


е 8 9 
1 


Defeat the guard. 
Charge gun. 
Shoot lamp wire. 
Drop down the hole. 
Blast wall, 
then run right. 
Hold off guards 
until rescue, 


AREA 5: BREATH TEST 


——hY 5 


yan have regii allth 
vay їйїмє atf hole befor 
mih A del ley 
¿Tambor where the pov 
er cable runs, You bav 
just enough air to reach 
this spot, so don't detow: 


AREA 9: LIGHTS OUT | 


— 


Жел guard is pacihg beloy 
ray you can tell ic. T 
looking < the reflection ï 
the gloss lamps. When th 
guard із positioned beneatl 
the nearest lamp, shoot it 
chain and ıt will cosh hin 


| AREA 11: RESCUE! Immediately Бозе the right wall, 
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¿hen run to the sight In the last 
mom. hold off the guards until 
alls arm reaches 
for you. 





о come. Professor Chaykin is out of the water but into the fire zone 
with more alien guards and a mechanized tank arena. Your ally will be taken hostage, 
so you'll have to save him. It won't be easy, and you won't escape unscathed. But in 
this alien world, the only thing that matters is staying alive. 


AREA 1: RESCUE 2 












AREA 15: TANK ARENA 


ee 











IS THIS REALLY THE END? 


The final battle seems hike a hopeless affaır. Bruised and battered, Professor Chaykın 
can only crawl, hoping to save hus faithful, aben pal, Is this the way out or just an- 
other dead end? 
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1 „кт дит! WIN A 


“MIO PARKER @& | Г-М 
В BROTHERS b 


MYSTERY WEEKEND | 


~ 


Апа Solve The Mystery! 

M Take two friends to the Scene of the Crime at Season’s 
Resort in Great Gorge, New Jersey. ; 
Conduct your own investigation. A 
1 Search for CLUES and weigh the evidence. Р / 
Construct your case and convict the culprit. 


Г wee | m > 


_ 
заааадзазазазадсосазсше 
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Plesse answer the following questions on the postcard provided below, then enter our Player's Poll Contes! by sending it in! 
A, Which of the following best describes your reaction С. Do you plen to use the discount certificate to buy new 


to the new Super Power Club? Gsme Peks? 
1. I would heve renewed my subscnption even 1. YES 2 мо 
without the club offer. 
2 I'm definitely going to renew so | сап continus to 


D. Do you think you'll trade cards with friends to try to win 
be a member free Game Pake? 
3. I'm more likely to renew In order to be In the club 1. YES 2 NO 


4 I'm undecided about renewing 
5 I'm not plenning to renew 


How old ere you? 
В. How do you feel about sach of the following club E. die 


1 Under 6 3. 12-14 5 18-24 
Са Grest Poor 2.6-11 4 15-17 6 25 or older 
1, Special January Issue 1 2 3 4 
2 Trading Cards 2 3 4 F, Sex 
3 Free System Cleaning 1 2 3 4 v 
4 Discount Coupons 1 2 3 4 ма Female 
5 Free Password Guide 1 z 3 4 


Pleass use the дете titles on ths bsck of this card to snswsr the following questions. 
С. Pleese Indicate, In order of preference, your five favorite NES gemes, 
H. Pleese indicate, In order of preference, your five favorite Game Boy games. 
1. Pleese indicats, In order of preference, your five favorite Super NES games. 


4. Trivia Test: What le the neme of Bsrt Simpson’s youngeat sister? 


Answers to the Player's Poll - Volume 41 








Мата. те! 
Address 
City State a 


Membership) ^^ 
Please answer by circling the numbers that correspond to the survey questions above. 


A. B. Indicate number 1-4 C. 
12345 1,239. us ша 
D. E F. 

Ше 123456 12 


G. indicate numbers 1-100 (from list on back of card) 1. 2. 


H. indicate numbers 101-150 (from list on back of card) 1. 2. 3. 
l. indicate numbers 151-193 (from list on back of card) 1. 2, 3. 


J. Trivia Test Answer: 


LUS т zona то suan эпти 
BACK ISSUES AND TIP BOOKS! 


Did you know you can get back So what ara you waiting for? 


issues of Nintendo Powar? Or Fill it out. Detach it. Mail it. Hare's 
special Tip Books designed to the address: 

make you e Power Animal? Well, Nintendo Power Magazina, 
you can! And tha way to do it is P.O. Box 97032, 


on the othar side of this card. Redmond, WA 98073-9732. 

































39 Nudean a Adventure Islan 3 79 Star Ware 16 Final Fantasy Legend 358 ВИ Lalmbsera Combat Basketball 
NES Games 80 Super ON Poad 317 Final Fantasy Legend 2 153 Canllevania IV 
1 The Addame Family $1 Super Mane бте. 118 F 1 Race, 386. Drakken 
2 Adventures of Lola 1 32 Super Mare ans 2 336 Gauntlet 2 157 Foal Fantasy 1 
3 American Gladiators 83 Super Mark Bos 3 120 Nome Alons 158 Ena 
4 Bansa ва Sere Master 121 The Ноп for Red October 138 РУ 
5 Barsbat Stara 65 16.02 Thre a бинм! 122 Jaap Jamboree 160 F-zero 
8 Basea Loaded I 38 Тесте Super 728 Tra Janona Robot Panic 181 Gracias 1 
7 Balman 57 Toorınge Mutart Ninja Turton 124 Kid Icarus 162 Hala Nole-In-One Gost 
8 Ваша 38 Таша 125 Kingdom Crosse. 163 John Madden а Foetal 
Š Bd 8 Ted's Excalleni Video Gamo За Tarmioater 2: Judgment Day 126 Коув Dream Land 184 Krusty Fun House. 
Adventure 90. Try Toon А‹өпшев 127 Lazka Leas 166 The Legend of Zeida--A Linkin 
30 A Boy and Hia Blob 81 TWAT П The Arcade Gamo 129 Maga Man in Dr Wiya Revesge Me Past 
11, Captain America erid tha Avengers. 52 за TWAT Ш 125 Маний ти The Retur el Samus. 186 Lem 
12 Casino kel E 33 Toma 730 Operation C 167 Magic Sword 
13 Castevanla [I Simon a Quest a 34 Шота Queni а the Avatar 131 Prince of Persia 188 Mano Рал! 
14 Castievanle с Dracula e Curse 55 NES Open Toumament Gott 85 Шта Warriors of Destiny 382 RoboCop 188 Manly 
18 Cone Force 58 NES Play Action Гоа 36 Unimate Air Combat 133 The Simpeons. Escapo From Сатр 170 NCAA Baskeibah 
87 Nighisnade 57 Vice Project Doom. Deadly 171 Nolan ryan» Bawahan 
58 Nine Garten 2 36 Where Inthe World le Carmen 134 Spider-Man 372 Quiet Ths Word 
56 Noe Gerisn 3 Senega? 128 Sir Trek. 173 Piletwngs 
fO Nabunage a Ambion ri за Wizards 4 Wariom It Karoe 136 Star Ware 174 Populus 
81 Panic Restaurant Vina ot Power 187 Super Mario Land 375 REM Клод 
Prt 100 Zelda 11— Tha Adventure of Link TR Super RC Ринат E et 
"oer Sword ol Hope mpeons parta Мота 
#4 Prince ol Persia Game Boy Gamos 140 Tocme Bowi 178 Smash ТУ 
ES Bainan Return of tha Joker 101 The Addams Famiy 141 Terminator i Judgment Day 178 Soul Blazer 
6 Robin Hood 102 Acventure stand 142 тепа 160 Streethighter it 
87 Tha Focksteer 100 Bartie 143 TMNT Sack from the Sewers 161 Supor Adventure island 
26 Roger Ciemar MVP Навевол 104 Bassa Loaded 144 TMNT Fall el tho Foot Clan 382 Super Basabal Srmulefor 1 000 
$0 Romanes ol he Three Kingdoms 1 105 Batman 14€ Tam & Jery 163 Super Bazas Loaded 
79 $татетыла 108 Ваписовва. 146 Top Gun Guts ord Glory 184 Super Bowing 
71 The Simpsons Bart уз. the Space 107 бюлс Commando 147 Tum and Bum 165 Super Ghouls N Ghosts. 
Melanie 108 Caseranial| Bimota Ravenga 146 Uhme The Runes of Virtue 198 Бираг Mano Kart 
72 Im Bart ve. те Word 103 Срертдат it 148 Weva Race 167 Super Мага Мева 
73 этат TV 110 Dick Tracy 380 Wendie 188 Super ОП Pad 
74 Snow Broa 131 Double Dragoni Super NES Gamı 182 Super Н Tupe 
18 Sai Tia Set ы Dr Livingston AN 151 The Addams кетиу 181 under Spies 
Ж under 
77 Star Tok 114 Facebel 2000 182 Аааа 182 TMNT IV. Torta in Timo 
115 Fina! Fantasy Addarrare 183 Top Gear 
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P.O. Box 97062 
Redmond, WA 98073-9762 

































‘Quantity (Lim us Canadian. Total 
Wem Solaachlasua) asus Pace Pros Amount 
BACK ISSUE / TIP BOOK пораи te | | = 
dora Volume 22 {Маг 1 БЕЯ 0 H 
tans ohm 23 (Apr 91 $i 00 1 == 
ORDER FORM p Мелта ty T Ha | #0 == 
122253 Volume 25 June Gl) EE! яю — 
122265 Volume 24 (шу 91 ию $500 Н 
[724 ушты 27 (Aut ВЪЗ po H 
f you missed these classic Nintendo Power issues, don't miss out now! #23371 Volume 28 {бер 31| $50 00 $ 
an Volume 29 (Oct 9f EE] $600 y 
Pnces listed include the cover price plus the costofshippingand handling “s Valume 30 (Nov E $450 но P == 
#22707 Volume 31 (096 т из ко == 
423709 Volume 32 [Jen EE] 3600 — 
fans Volume 38 (rom = БЕЗ $00 = 
w — Volume ЗА (Маг 92) ик ко H 
те #24802 Volume 35 (Арг 32) $450 00 $ 
E rd Ë EI | 
#2406 Volume 37 (Jun 92) $50 wo E == 
т Or ee BEJ 3600 == 
ress 248108 — ———— Volume 36 (Aug, © $450 Юю $ —h— 
рай — — — Volume 40 (Sept 2) $450 го = 
Ms Sa th ва | Ба == 
E ) sala 3 824945 —— Set (Vol 13-18) $2400 $2600 H — 
Sirstogy Guides 
p — s e š 
= = шз — шт шры j= 
Please check method of payment. Виа — paria (ía d) й® E] Н 
[С] Check or Money Order O MesterCard O visa правен, 
(Payable to Nintendo) жу 0—— MU m m Ёш == 
Nes Game att? Guión N 
2 — — Game Аз 550 == 
= = = — EE E i= 
Credit Card Numbar ration Data r — н 5 م‎ 
Фев. А Link 15 the Past (NEW!) $2650 5 


( ) 225013 











Cardholder's Signature Telephone No Washington State reartenta ен 6.2% sales tax Imulipiy eubtotal by 082) Otter valdi 
while suppl last! Akow six to wight waaks for delivery Enclose this card along with your 


piment or Credit card information In а stamped envelope eríd mall hem 1o thia address. 
Cardholders Name Nintendo Power Magazre PO Box 7042 Redmond WA 98073-0732 
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From Parker Brothers, 
a Clue Game Pak and a new 
ЕТ 3-D board game, Clue: The 
f Great Museum Caper 





Nintendo 
Power T's г. 3 
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; pi Official Contest Rules 


NINTENDO POWER PLAYER'S POLL 
P.O. BOX 97062 
Redmond, WA 98073-9762 
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YOU MUST LEARN 
ТО FEAR MY STI FEAR? HA! І THEN YOU'LL 


YOU IMPUDENT Y ашан IN THE FACE OF `, f HAVE NO PROBLEM) jf 


YOUNG WEASEL! 4 FEAR! 1 PARTY WITH `A DANCING WITH COLL 
AN PERIL! ONCE 1 SNAPPED м OOM! 
ДАР dl ^ NET TOWEL ат TERROR) ~~ a 


e 
I LEAD?” 


DUEL. 

ATTACK! ATTACK! ATTACK! 

NEVER BACK DOWN, NEVER 
RUN, NEVER PARRY! 


7 THEN I SuPPOSE N 
z ENDER 15 A 


кк: 
T OF THE 
QUESTION. — 


= AA! TAUGHT 
CUNNING EVERYTHING 
j KNOWS, AND (T WAS A 
> А PACK OF LIES. 








BATMAN: ` 
RETURN OF THE JOKER 


Mike Sindarf Platismeuth, NE Finished 
Jeff Sneed Milford, OH Finished 
Nathan Derksen Burlington, lA Finuhed 
Nicholas Lurz Narfolk, NE Finished 
Chns & Ryan Krueger Medford, MA Finished. 


Kenny Newman Murrells Inlet, SC 








Randy Lukken Superior, WI 
Rab & Mott Parkins Ansonia, CT 
Roy Salton Oscoda, MI 
Ryan Spencer Emmett, ID 
Valene Ciesicki Saline, Mt 
Craig Jensen Lincoln Park, MI Finished 
George Вата Lynn, MA Finished 
Milton Encarnacian Juntas, PR Finished 
Paul Nichols Jackson, Mi Finished 
Ramell Alvarada Е Раға, ТХ Furiished 
Shant Perea Denver, CO Finished 
Trapper Hallam — Anchorage, AK Finished 
Bryce Manne Pocatella, ID Finished 
Eli Wilson Manitou Beach, MI — Finished 
Ryon Mitchell Seffner, FL Finished 
Julie Miller Lincoln, NE Finished 
Mike Ralfe Rising Sun, МО 
Wesley MeGrew Callmsville, MS 
Andrew Anens Lemoore, CA 
Jedadiah Moody Wilton, СТ 
John Keyser Saltmare, MD 
Mary Neot Madisan, WI 

DR. MARIO 
Fred Garlıngton Aurora, CO 433,400 
Gerald Loos Alhombra, CA 387,500 
Sandy Walla Albany, MN 325,200 
Mike Halmes Littleton, NH 320,100 


Verna Osburn Sacramento, CA 290,100 


DRAGON WARRIOR Ш 






Tern Gillette Albany, OR Finished 
Jana McQueen Clifton, N4 ed 
Melvin Partell, и. Cadet, МО ed 
Jack Clemento Philadelphia, PA ed 
Wes Wills Sauth Hutchinson, KS Finished 


FINAL FANTASY II 





Don Macleod Biddeford, ME ed 
Jimmy Hook Sekersfield, CA ed 
Luke Chidester Ossian, IN ed 
Michael Bruna. Marlton, NJ ed 
Tom Cowart Rogers, AR ed 





_ НОМЕ ALONE 


Brian O'Donnell Acton, MA Finished 
Debra Greene Grend Junction, А Finished 
Derek Jahnson Waupaca, WI Finished 
James Raban Missouri City, TX Finished 
Michelle & Jony Morgan Scranton, PA Finished 


LAGOON . 


THE LEGEND OF ZELDA 
A LINK TO THE PAST 


Pat & Ken Johnson Lehigh Acres, FL 
Pete Khalil Highland Heights, OH Finished 


Tony Antenellls Palm Beach Garden, FL Fished 
METROID I: 
RETURN OF SAMMUS 
Demon Rolls Annopolis, МО Finished. 
Nathan Naland Amarilla, TX Finished. 
Pater O'Rellly Gardnerville, NY Нтввей 
Kyle & lan Dempsey Rome, NY Finished 
Mork Sonmabaum Santee, CA Finished 
Paul Steinmon Westminster, CO Firished 
Todd Huling Abilene, TX Firishod 
Tany Wilhams Bloomington, IN — Firished 


Kyle Wackenhem Absecon, N} Finished 
Andy Baker Pocatella, ID Finished 
Jeremy Plascok Glendale, CA finished 
Pierre Arseneau — Carceton, PQ Finished 
Lucy Piralos Vancouver, BC finished 
Jerry Ford San Francisca, CA Finished 


SUPER MARIO WORLD 


Nathaniel 

& Auburn Slavec Lofayette, CO Finished 
NxhalasMellan — Cumbertand, МО hed 
Rashiem Bell Freeport, NY hed 






Rihard Renminger, Jr. Schuylkill Haven, PA 
Ran & Deb Hanson Palmyre, VÀ 








Tim Kung Tarento, ON 
Wayne Eaker Matthews, NC 
Wilham Kitchens, Jr, Atlanto, GA 
Zane Narmon Stilwell, OK 
Eric Levine Sudbury, MA 
Jason Kuether Meredith, NH 
SUPER R-TYPE 
Derek Friese Jackson, MO Firished 
Jasan Patroxe Fantona, CA hed 
Mika Ihly Denver, CO hed 
Becky Hutt Los Angeles, СА hed 
Dieter O'Bardy Chicaga, IL hed 
Rojesh Gupta Spotswood, Ni hed 
TERMINATOR 2: 
JUDGMENT DAY 
Frank Aburto Freehold, Ni Finished 
Jannrifer Case Knoxville, ТМ. hed 
Elise Ramaro Fort Warth, TX hed 
Sabby talne Sacramento, CA Finished 
TMNT: FALL OF THE 
FOOT CLAN 
Gino Kuentzler Saint Louis, MO hed 
Andy Miller Westlake, ОН hed 
Kasey Elkton Little Rock, AR hed 
TETRIS 
John Powers Holtwood, PA 566,310 
Tam Eagon Rochester, NY 532,560 
Бай Jocquot Cincinnoh, ОН 324,668 
Carol Sarowick Blane, MN 319,401 
Douglas Rosenbach Dundee, IL 235,248 
Магу Lou DeMille — Peabody, МА 106,529 


TETRIS 


Ran Kaye Los Angeles, CA 531,022 
Brad Davenport San Jase, CA 525,599 
Brenda Marchand Minneopolis, MN 435,122 
KJ MeLoughlin Portland, ME 401,226 





JO the league of Power Players by sending 
photos of your high scores to: 


Nintendo Power Players 


P.O. Box 97033 
Redmond, WA 98073-9733 
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TWO GUYS” OPINIONS ON THE LATEST RELEASES 


Hand-to-hand combat and sports games play a big part in 
this issues list of recent releases. Read on and we'll tell you 
which ones make the grade 


Maria is a brave heroine who wont leave the monster slaying, 
and mystery solving to musclebound warriors. Armed with a 
dagger and plenty of courage, she’s ready to take on the 
creepy creatures of a strange land. Help her find new items, 
recruit powerful fighting specialists and make the land safe 
for peaceful beings. 





М This game is very similar to several other NES 
4 role playing games, most notably the games in 
the Dragon Warrior зепев, The biggest difference is that the 
warnor in this game is a young woman. Ї a nice twist and 
an all around good game for the genre. 


It is nice that this game gears itself toward a 
female audience. But, I dont think that it will 
cause any non-role players to want to play role-playing games. 








The legend of the Ghost Lion во good, solid entry in the role ploying category 


Planetary conquest 1s the theme of this popular PC game 
conversion. The object is to take control of a series of planets 
and to conquer а computer-controlled planct-ruling rival. 
Options include sending out colonizing fleets, changing your 
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planets’ economic conditions and building defensive forces. 
The game is over when only onc ruler remains. 


‘GEO ^ E It takes an investment in time to lcarn thc 
rules and controls of this game. But given 


umc, Overlord can prove to be a lot of fun 


Overlord is really two games in one. You have 
ROB ) the stratcgy part when you're establishing 
colonies on uninhabited planets. Then you have the аспоп- 
oriented battles against rival forces. Both take some getting 


used to. The game gets low marks on first impressions but 
high marks on graphics and concept. 








You can establish civilizations and declore war an other planets in the 
NES translotion of Overlord 


This futuristic sequel takes place in the year 2200, ten years 
after the destruction of the Brain Master. While peace has 
been temporarily restored, a weapons company called the 
Delta Corporation has developed a very powerful cyborg, 
which they are eager to sell to the highest bidder. Your mis- 
sion is to fight through six stages to Delta HQ and destroy 
the cyborg before it falls into the wrong hands 


ЕП Ез Weve seen a lot of side-view action games for 
GEORGE the NES. While this one certainly doesn't offer 
anything new, и should appeal to fans of the genre. 


Its got good play control, good graphics and a 
solid story. What else do you need? 








SPIDER-MAN: RETURN OF 
THE SINISTER SIX 


The Amazing Spider-Man swings into the NES in a big way 
with а stx-stage battle against a group of his most feared ene- 
mies. Join the Web-Slinger as he takes on the members of the 
Sinister Six before they can moynt a plan to take over the 
world. Electro, the Sandman, Mysterio, Hobgoblin, the 
Vulture and Dr. Octopus are featured. 


ЕОВСЕ Its great co see Spider-Man finally make it to the 
GEORGE) NES. The graphics are good and the villains are 
great, bur play control is a little rough. 

' ROB. J You can release what looks like a perfect punch 
& zu) and end up swinging right past your enemy. 
That gets kind of frustrating, but otherwise it's a fun game. 


WWF WRESTLEMANIA 
STEEL CAGE CHALLENGE 


Ten WWE stars, including Hulk Hogan, “Rowdy” Roddy 
Piper, the Mountie and the Undertaker fight for the WWF 
Championship Belt in this latest NES offering. You can 
pummel! your opponents on the traditional mat or climb into 
the steel cage for a fight to the finish, 

(GEORGE) While this game does have a new Басир of 
GEORGE wrestlers and the steel cage, its not much dif- 
ferent than the WWE games that have already been released. 


ROB J I like the idea of the steel cage, but it alone is 


not enough to make the game exciting. 






















Members of the Doratze Army have kidnapped agent Super 
Joe. As Rad Spencer, из your job to infilerate Doraize territo- 
ry and to find Joe before he gives away too many secrets. 


TENR Bionic Commando for Game Boy is nearly 
GEORGE identical to the NES classic, and that’s good 


news. This futuristic adventure has unique play control. 
Instead of being able to jump, your character can only run 
and swing оп his Bionic Arm. But dont let that put you off. 
The Arm is very versatile and easy to get used to. 


Its a top-notch action game. 








- š i 
Get set for more martial arts action on Game Boy. The Lee 
brothers are in search of the famed Rosetta stones. When 
they use the power of these priceless gems, they'll be able to 
beat even the toughest opponents. 


GEORGE) The stages of this game are short. Expert play- 


ers could complete the adventure too quickly. 


^R Вр 1:5 not a bad game, but theres really nothing 
ВОВ ) new here. I also think that the characters are 
small and their movement scems to be limited. If you want 


good side-vicw action for Game Boy, my pick this issuc 
would be Bionic Commando. 


Following its success on the NES, Roger Clemens MVP 
Bascball has made its way to the compact vidco game system. 
This one or two-player game features on-the-ficld viewpoints 
which change to Ыб» the ball. 


ПЕПВГЕ) Since the action ts shown with several different 
GEORGE angles, it can be confusing to figure out what's 
happening 1n crucial moments. But, ee a few innings, it 
feels more natural. 








` ROB 


Irs a fun game and a good addition to the rela- 
tively small Game Boy Baseball library. 





B a 
Es ВАБ 
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Roger Clemens MVP Baseball affers a new perspective on the Great 
American Pastime 


` — — : з= TH 
L L М P Lad " 


Jerry che mouse attempts to squeak by Tom the cat in dus 
fast-paced ten-stager from Hi Tech. While its similar in style 
to their NES adventure, the stages and special items for this 
Game Boy thriller are all new. 


I think that this is the first small character in a 
GEORGE big world game for Game Boy. It's a pretty 
typical side-scroller, Биг still a lot of fun. 


ПЕ Hi Tech scored big with me on their Game Boy 

ROB. version of The Hunt for Red October because a 

second player could control the opposition. 1 think that it 
would have been cool if that same idea was used in this game. 


-- iR 
The summer games may be over but you can relive your 


favorite events with the Game Boy translation of this arcade 
and NES classıc, 


GEORGE) Гус always liked the various versions of this 














track & field exercise. It moves from event to 
event at a good pace. 


š ROB ? ) The best thing about this game is variety. It 


has 11 events and they're all great. 





[seem En 


Canduc! yaur awn summer games with Trock & Field fram Kanamı 
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The viewpoint comes down to court level for fast-paced tennis 
action in Amazing Tennis from Absolute. You can serve up a 
drop shot, return with a soft slice, lob the ball to the back line or 
send it reeling with topspin. Fifteen computer-controlled players 
challenge you to matches on grass, clay and hard courts. 


I like the big characters and the smooth ani- 

mation of this game. The digitized voice of 
the scorekeeper and excellent sound effects also add a sense of 
realism. 






ROB The players move very rcalistically and the low 
viewpoint pulls you into the action, but I find it 
tricky to control players accurately on the far side of the court. 


= 









The Illis Solar System is under attack by ships from the Dark 
Empire. Its up to you to pilot the Axelay fighter through six 
alien-filled stages and thwart the Dark Empue's plans for 
domination, The action takes place with head-on and side- 
scrolling views and there arc three difficulty settings to chal- 
lenge players of different skill levels. 


The graphics for this space-shooter are fantas- 
tic. There are a lot of great backgrounds and 
dozens of cool alien ships. My only complaint is that the 


head-on view docs take some getting used to. I spent a lot of 
time at the beginning of the game running into obstacles. 


` ROB While I am gerting a lıttle tired of space 
shooters, the new perspective in this game 1s 
cool and the digitized voices arc very good. 








Bart Simpson has fallen asleep while doing his homework. 
You've got to guide him through six surreal stages and help 
hum gather up the pages which have blown out the window 
and scattered in the wind. A host of Simpsons characters play 
a part in this dream world including Itchy & Scratchy, 
Bartman and mghtmarc versions of Marge and Homer. 


The characters and situations in this adven- 

ture are very inventive. I like all of the thin 
that Bart can do, but find him sometimes difficult to control. 
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This game took me by surprise. It has a lor of vari- 
ery, along with some great characters and fun ideas. 


ROB 


Journey to the near future for a one-on-one bout with Super 
Monsters against a back drop of eight crowded cities. One ог 
two players can choose from four huge crushers; Astro Guy, 
Geon, Rockey and Beetle Mania. Monsters earn bonus points 
for destroying the building around them. 


GEORGE) While there's no denying that it’s tons of fun 
to fight giant monsters and crush cities under 
your feet, King of the Monsters doesn't compare to Street 
Fighter II as a one-on-one fighting game. Street Fighter II has 
more and bigger characters, and a lot more fighting moves. 
ROB King of the Monsters has some pretty tough 
competition in the way of Street Fighter И 
and I dont think that it lives up to those standards. 













Four different monsters toke turns stomping on cities and each other in 
King of the Monsters 


Нез part man, part machine and now hes making his debut 
on the Super NES. RoboCop pounds through a dangerous 
mussion over the Splatter Punks of New Detroit in a high cal- 
iber adventure from Ocean. Your mission is to blast through 
the city streets with as much firepower as you can muster and 
to look for a way to stop the notorious Kanemitsu corpora- 
tion from taking over the city. 


The graphics and action are great in this game, 

but I think that even the best players will have a 
difficult time completing the very tough advanced stages. 

The most impressive aspects of this game for 


ROB me are the graphics and music. Theyre both 
very appropriate for the RoboCop theme. 








RoboCap muscles his way through his first Super NES odventure 


For their Super NES debut, Billy and Jimmy Lee are returning 
to plots of the past. It seems that the Black Shadow Warriors 
and Billy's girlfriend, Marian, have both returned so that the 
Lee brothers can defeat one and save the other, The settings 
for chis seven mission martial arts adventure include the streets 
of Las Vegas and the span of the Golden Gate Bridge. 


GEORGE] The graphucs and variety of moves make thus 
game a lot of fun to play. 





In my mind, the Double Dragon games 
havent changed much, nor do they vary from 
other sireet fighting games. One thing that I think is unique 
with this game ts that every battle 1s a real challenge, even the 
fights with the low level goons. You can't just plow through 


any of the enemies, 


The opinions of Rob and George do not 
reflect the opinions of Nintendo Power or 


Nintendo of America, inc. 





Not to be out dene by Robocop Billy ond Sy lee make ў 5 Süßer 
NES debut this month as well 


YOUR GUIDE TO THE LATEST RELEASES 




































NES TITLE CAT 
ADVENTURE ISLAND 3 HUDSON TP 3.3 3.8 | 3.4 3.3 COMIC ACTION 
us LEGEND OF THE GHOST LION KEMCO 1P/BATT | 2.7 | 3.0 | 3.3 | 3.2 | ROLE PLAYING 
OVERLORD VIRGIN GAMES| 1P/BATT | 3.3 | 2.6 | 3.6 | 3.8 | SCI-FI SIMULATION 
POWER BLADE IE ТАТО — 1P/PASS | 3.3 | 3.6 | 3.4 | 3.5 SCI-FI ACTION 
SPIDER-MAN: RETURN OF THE SINISTER SIX ПОМ IP. 20 | 2. COMIC BOOK ACTION 












GAME BOY TITLE 


WWF WRESTLEMANIA STEEL CAGE CHALLENGE 





LIN | 2Р-5 








COMPANY -PLAY INFO 









WRESTLING 






GAME TYPE 


























бр 
BIONIC COMMANDO CAPCOM 1P/PASS | 3.8 | 3.8 | 3.7 | 3.9 SCI-FI ADVENTURE 
DOUBLE DRAGON 3 ACCLAIM 2Р-5 | 3.0 2.9 | 3.1 | 2.8 | STREET FIGHTING 
ROGER CLEMENS MVP BASEBALL [LJN 2P-S/PASS | 3.2 | 3.2 | 3.2 | 3.5 | BASEBALL 
TOM & JERRY [HI TECH 2P-A/PASS | 3.4 | 3.6 | 3.3 | 3.4 | COMIC ACTION 
TRACK & FIELD KONAMI 2Р-5 | 3.6 3. SPORTS 
























WORLD ICE HOCKEY 





IGS 2P-S/PASS 





HOCKEY 






























































-..— SUPER NES TITLE COMPANY my ro, POWER N GAME TYPE 
AMAZING TENNIS ABSOLUTE 2P-S |38|2.8 | 3.3 | 3.6 | TENNIS 
AXELAY KONAMI IP | 4.1/3.9 35 | 3.6 [SCI-FI ACTION 
BART'S NIGHTMARE ACCLAIM IP 142 3.1 | 3.5 | 4.2 [COMIC ADVENTURE 
KING OF THE MONSTERS TAKARA 2P-S 133 2.6 | 3.4 3.5 | MONSTER FIGHTIN 
OUT OF THIS WORLD INTERPLAY — |IP/PASS| 4.1 | 2.8 | 3.8 | 4.3 |SCI-FI ADVENTURE 
ROBOCOP 3 OCEAN IP [3.6/3.3 |3.1 | 2.9 [SCI-FI ACTION 
SUPER DOUBLE DRAGON TRADEWEST | 2P-5 |34 3.6 |3.4 | 3.2 | STREET FIGHTING 
SUPER MARIO KART NINTENDO 1285/8411 | 4.4 3.9 | 4.5 4.4 [COMIC RACING 
SUPER PLAY ACTION FOOTBALL NINTENDO — 205/0471 | 3.7 | 2.9 |3.8 | 3.9 FOOTBALL 
TKO SUPER CHAMPIONSHIP BOXING |SOFEL [2Р5/РА% | 34 | 3.4 | 3.5 | 3.6 BOXING 

‚PLAY INFO ; POWER METER 





(К U h R | EN 
G 

gome chort by understonding | 
the cotogories. Title, Compony ; 


ond gome type ore self! 
explonotory Use this Key to ! 






voluoble Power Meter ratings 


1 Games ore mode to be pl 


#P = NUMBER OF PLAYERS 
5 = SIMULTANEOUS 
A= ALTERNATING 


understond Ploy info ond the | BATT = BATTERY 
, PASS = PASSWORD 


layed with as mony | The Pros ot Nintendo HQ rote 
You con get T most T = your 05 eight ployers. Some olso employ o battery 1 eoch new gome. Rotings ore 
' or password to save gome ploy doto ! from 1 [poor] to 5 (excellent) in 
| | four different categories 

| G=GRAPHICS AND SOUND 
ı P=PLAY CONTROL 

! CZ CHALLENGE 

| D=THEME AND FUN 
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OCTOBER 


The points are quickly piling up! There wos o lot of activity out there this month. Street Fighter II 
blasted its woy from #12 lost month to #3 this month. It'll be interesting to see if it con move post 
Super Morio World next month. Look out, Zeldo! 


14,651 


POINTS 


POINTS 





Leevers! y 
8,304 Octoroks! Peahats! 
Leevers! Oh my! 


в: INTS: 
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THE LEGEND OF ZELDA 


Octoroks! Peahats! 


SUPER MARIO BROS. 3 


we will They rule! The Bros. 
Sa arc excited about their new 
г? movic. Hollywood bound, 






ин 


e tough at $2. The 

Tur 

pep стопі and increased their 
over the “Toads by just a 


bit. 
The Battletoads had to do 
some scrious battling to keep 






BATT 


overtaking them. Good show! 


MEGA MAN ша 


Dust Мала and his Dust 

Crusher are on a ram- 
8, 035 page. Quick, fire up the 
Ро NTS, Mega Buster! 





Oh my! 


Need we say и? Yes, I think | 


Zelda and Mega Man from [4 


06 6 PONS | J TECMO SUPER BOWL 


Il 


SUPER MARIO BROS. 2. 





8 ам) DR. MARIO 


9 28%) МЕСА MAN 
Э TETRIS 


sits | FINAL FANTASY 


tles munched on some, 


AN 


13 бн) MEGA MAN I 


Ss) TMNT T: THe arcane GAME 


15 58%) MEGA MAN Ш 


BASES LOADED I 
& METROID 
20) MONOPOLY 
19 2365. DRAGON WARRIOR II 











20; кн J ZELDA T: THE ADVENTURE oF ИНК 


ALINK TO 
= THE PAST 


) THE LEGEND OF ZELD 
| 


The Koopalings picked up a 


little steam with the Players ~ 
again, but Mario is still sitting | 


pretty at #2, 
THE WORLD 


FIGHTER Д; "rmm 


i This game has serious lasting 

value. That fact will kee; 
jj near the top of the charts fora 
Ë long time to come. 


таш 


Back to #4. You just can't 
go wrong with this game 
Driving those hovercrafts 
15 very challenging 


Petpetually hanging 
around the ( realms 


6,613 Е 
of the top 5, Final Fantasy 
POINTS) 11 a ro le-player's dream. 


us 























MARIO LAND 


Ej What a valiant comeback! 
Mario hunkered down and 
gained almost 7500 points 










20090 


) METRO 


i almost 1800 points over last 


Stupendous! 


D He 





vas far from being enough. 


RIO 


At times, it's 





pave for doc- 


POINTS Я tors to be a little under the 
| созо Ei p На back ас full 
E INTL strength now, though 
21 MONTHS : 





Ex: 


THE SMSO: шш 8 
6214 
POINTS 


BATTLETOADS 


The “Toads stumble and 


| Another strong mover! 







6,813 Вагеѕ Game Boy escapade slip down to #5, but 
ONT) 5 turning the heads of don't worry—they’re not 
POINTS, Players everywhere. going anywhere. 





FINAL FANTASY T | 


over last month's effort. - 


month's total. However, it 








5,948 


6 


POINTS 


it — 


25%) ACTRAISER 
5.) THE ADDAMS FAMILY 


(20 нъ 


8 


А 





(20 





ER 
Cw POINTS J 


CZ Skis ) FINAL FANTASY ADVENTURE 


4,931 


POINTS | 


7 4,665 


POINTS 


10 Nis 


amus did well, too, gaining 1 





12 25%) TERMINATOR 2: swocmenr ont 
(13 2315. | FINAL FANTASY LEGEND I 
14 2352) NBA ALL-STAR CHALLENGE 2 

















2,805 
POINTS 





> 


CONTRA Ш: re uet wars 


(7 FE) SUPER CASTLEVANIA TZ — 
(8 32, FINAL FIGHT 

2%) SUPER MARIO KART 

:) SIMCITY 


| KRUSTY'S SUPER FUN HOUSE 
WWF SUPER WRESTLEMANIA 
SUPER BATTLE TANK: Иш 
PILOTWINGS 

SUPER ADVENTURE ISLAND 


SUPER GHOULS 'N GHOSTS 
| TOP GEAR 
) SUPER STAR WARS 








TMNT Д: saca кон ree senens 


YOSHI 

MEGA MAN тов. мин REVENGE 
SUPER MARIO LAND 2-6 couen cons 
BATMAN: RETURN oF THE JORER 


SUPER R.C. PRO-AM 


16 222) KID ICARUS 
J TETRIS ; 
és ) CASTLEVANIA TE: rers tom: 


19 кй 


TMNT: ни or THE FOOT син 
FACEBALL 2000 
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WHAT ARE YOUR FAVORITE GAME BOY GAMES? 


PLAYER'S PICKS 


BrentGo 
Cinca 


The Simpsons: Escape From Camp Deadly 
Adventure Island 

Dr. Mario 

Battletoads 

TMNT: Fall of the Foot Clan 


PLAYER'S PICKS 


© 
Фо 


Dr. Mario 

Super Mario Land 

TMNT П: Back From the Sewers 
TMNT: Fall of the Foot Clan 
Spider-Man 


The readers of Nintendo Power 
have voted these games to be their 
Top 5 Game Boy Sports games. Cast 
a vote for your favorites in the 
Player's Poll this month. 
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Super Mario Land 

Mega Man In Dr. Wily's Revenge 
Home Alone 

TMNT IE Back From the Sewers 
TMNT: Fall of the Foot Clan 


PLAYER'S PICKS 


MikeShbbits 
Ikea 


TMNT IE Back From the Sewers 
Battletoads 

TMNT: Fall of the Foot Clan 
The Addams Family 

Adventure Island 


PLAYER'S РІ 


Super Mario Land 
Mega Man In Dr. Wily's Revenge 
Metroid IE Return of Samus 
Dr. Mario 
Batman 
PLAYERS PICKS 


Final Fantasy Adventure 
Final Fantasy Legend II 
Metroid П: Return of Samus 
Super Mario Land 

Final Fantasy Legend 


3. Tecmo Bow! 
d.FiRae 4, Super R.C. Pro-Am 
2. Bases Loaded 5. NBA All-Star Challenge 2 








NP: How long have you been a 
video gamer? 

JR: Since the beginning. I played 
Atari growing up, aid we had a 
computer that we played games on. 
We got the NES as soon as 1t came 
out. I have about six arcade games at 
home, too. I play one until I get 
ured of it, or until something new 
comes along, then I trade it in. 1 
have to keep a pinball game for my 
mom, and my dad has to have a 
game where he can just blast every- 
thing. 

NP: What kind of video games do 
you like best? 

JR: I like sports games, and occa- 
sionally I play some adventure 
games, but sometimes I don't have 
enough time because I'm always on 
the go. 

NP: How much time do you spend 
on the road? 

: Í travel about 120 days a year, 
and we have some long flights. I set 
up the NES--its a major operation 
back there) We talk junk and fight 
each other for the best game. I have a 
reputation on the plane for running 
up the score in basketball. 

NP: Do you have time to play when 
youre not on the planc? 

JR. We have the most time during 
spring training. Were in training for 
about six wecks, so we play a lot 
then, We have tournaments, and 
when you lose, you have to sit out, 
so I dont like to lose. 

NP: De you play against members 
of other teams? 

JR: No, that’s too hard. Mostly I play 





time, video style 


teammates, because we're all there 
together at the same time. I play 
against guys in “A” ball, too. There's 
one guy in A ball who beats me 
every year. 

NP: Who's that? 

JR: My brother, Craig. 

NP: He must be good! What did 
you think of Super Bases Loaded? 
JR: I only played ita couple of times, 
but I had a tough time fielding. 
When your brother beats you 36 to 
6, thats bad. The defensive play was 
better in Super Batter Up, but all the 
batters had the same swing. I didn't 
ike Nolan Ryan's Bascball. I like a 
more realistic kind of game. Extra 
Innings was cartoonish, too. 

NP: Whats your favorite video game 
of all ume? 

JR: I like Jordan vs. Bird, mostly 
because of the slam dunk contest. 
NP: You made history playing on a 
pro team with your dad. Did you 
prow up thinking that you'd play 
ascball? 

R: Yeah, but we didn't stay around 
the locker room or anything. Wed 
go toss. My dad would say, “Get 
your glove.” And wed go out on the 
field and play catch. 

NP: Do you mind being called 
Junior? 

JR: No, it doesnt bother me. It's my 
nickname. Everybody on the team 
has nicknames. Kevin Mitchell 15 
Huggabear, Dennis Powell 15 Heavy 
D, Edgar Martinez 15 Gar, and we 
call Calvin Jones Cujo, because his 











©0022 










- i en Griffey Jr, centerfielder for the Seattle Marmers and 
* K MVP of this years all-star game, takes bus game pla 
seriously, on and off the y^? 

team plane, he packs along two ten-inch televisions and a patr of 
Nintendo game systems, along with a 30-foot extension cord and 
a couple of multple-plug outlets. We sent Junior some of the latest 
baseball titles for the Super NES, then got together with ham 
hetween games to get a pros opinions on America’s favorite pas- 


When he travels on the 


cars are kind of pinned back. 

NP: We hear about lots of profes- 
sional athletes being superstitious. 
Are you? 

JR: Im really superstitious about my 
stuff. I dont allow other players to 
put their hands tn my glove. I dont 
spike my helmet when I'm out~it 
has to protect my head! I got really 
superstitious this year. I drove my 
Porsche to the balipark for the first 
two weeks of the season, and I didn't 
get any hits. I put that one in the 
garage and started driving my 
Mercedes and I got really hot. 

NP: Outside of baseball and video 
games, what interests do you have? 
JR: Rap. My favorite rap artist is Ice 
Cube, I got to meet him in Chicago. 
And last year I did a demo with Kid 
Sensation called “Listen to the Way I 
Swing.” It has an anti-drug message. 








He says that his mom is the pinball wizard in the fami 
ly, but Junior racked ир o re: ble scare on the 
за pul 


new Super Mario Bros arcade pinboll gome 
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You are the knight spoken of in prophe- 
cy, the only one who can save the world. 
All that is to be expected in a Final 
Fantasy R P.G., but this game ıs full of 
unexpected features that should appeal to 
more than just dic-hard role players, 
Square designed Mystic Quest without 
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all che tedious monster ambushes found 
1n most R.P.G.s. Monsters appear in the 
ovcrhead view screens, so you can look 
for a way around them, or prepare your 
hero for the batde Once you're in the 
battle view, you can control characters or 
have the game automatically select their 
attacks. Another cool feature is that you 











Ба. FINAL FANTASY MYSTIC QUEST sauare 


can do things in the overview world, like 
bombing doors and chopping trees. The 
end result is a quick-moving adventure 
with excellent graphics and sound The 
screen text reads well, too, including 
some light-hcarted humor. For this Pak 
Watcher, Mystic Quest pushes all the 
nght buttons 









JALECO’S KINGDOM 








Jaleco has an exciting 
line-up for this winter. Utopia, a space 
colony strategy game, will have an oppor 
for use with the Super NES Mouse, so it 
plays just like a PC game King Arthur's 
World is a fun action puzzle game for the 


Super NES. As in Lemmings, you have 
specialists, but these specialists are 
eat tees wizards, trolls and а оа уре 
of soldiers. Your forces will have to 
march through 30 stages, crossing obsta- 
cles and defeating castles. This Pak 














Watching berserker ran amok with an 
early version of the game. Finally, The 
Young Indfäna Jones Chronik for the 
NES promuses to include lots of action 
from different episodes of Indy's spectac- 
ular career around the world. 









WARP SPEED WITH ACCOLADE 









Warp Speed 15 a Super 
NES space-fighung simulation with nine 
basic missions. In cach mission, you have 
to eradicate the aliens їп multiple quad- 
rants, while looking for an alien boss 





ship. The first-person cockpit view looks 
out on a galaxy of stars, asteroids, black 
holes and swarms of ships (16 different 
styles), The battle plan is up to you. 
Accolade 15 also fimshing up work on 


DESERT STRIKE 





Universal Soldier, based on the recent 
Van Damme film. An action game in 
the Contra style, 1t features cool 
weapons, but lacks the excellent control 
of that series, 





‘The Super NES version 
of EA’s Desert Serike: Return To The 
Gulf puts you in command of an Apache 
attack helicopter during a crises in the 
Persian Gulf. The first thing that struck 
this Pak Watcher was the depth of the 
graphics The second thing was a surface 
to air missile, Flying low to the desert, 
you must idenufy and destroy strategic 
enemy targets while avoiding being shot 
down It isn't easy, but chen again, 105 
war. 
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A 
LANE 


Nintendo's Classic Series games are four 
of the biggest NES hits of all-time: The 
Legend of Zelda, Zelda II: The 
Adventure of Link, Punch-Out!!, and 
Metroid They are being reissued this 
Fall, repackaged and, for players who 
have never played these classics, it’s a 
great opportunity to see why millions of 
fans consider them some of the best 
games ever made for the NES, or any 
system. 





Bartman Meets Radioactiveman from 
Acclaim features Bart as his favorite super 
hero—himself. The Caped Carumba 
must rescue fellow super hero, 
Radioacuveman, but he'll have to pass 
through some tough stages. Roger 
Clemens MVP Baseball has great graph 
1cs and control. Fans should check it out 


later this Fall. 
UNDER 
CONSTRUCTION 


Rocky & Bullwinkle and 
Friends from T*HQ starts off with a fun 
scene in Frostbite Falls where a Rocky 
and Bullwinkle museum 15 being dedicat- 
ed. But when и is discovered that two of 
the security guards have foreign accents 
(Yes, dahlink!), well, you know there’s 
trouble, and you can bet that Boris and 
Natasha are at the bottom of it NES and 
SNES versions are also expected 



















UNDER 
CONSTRUCTION 


LJN 





Spin, Slick, Daryl and 
Spare Tire, the dummies who will do 
anything to prove a point, are headed 
toward the stores later this Fall in their 
own Game Boy action game from LJN. 
When your Pak Watchers first saw an 
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carly version of this game at Summer 
CES, we were impressed. Now, we can 
safely say that the Crash Dummies 
should be a smash. One of the coolest 
parts of the game 1s that you can lose 
your head and keep on crashing, 


ПЕН v LIVES:3 
AS MS 


SE nee 








TE Ye | 





Kaeru is a big Game Boy R.P G. from Nintendo that just appeared on the market. 
Besides the great graphics and humorous text in this game, Kacru also has elements of 
adventure games in which you can do more than just wander abour in the overworld. 
Although this game probably won't show up in the U.S., in Japan Kaeru has a lot of 
potential, Japanese game players have proven to have an insatiable appetite for R.P.G.s, 
unlike American players who seem to prefer to mix a little action with their adventures. 








First up, for the Super NES, Ocean of America is perfecting a knock-down-all-the- 
dominoes action puzzle called Pushover, starring G.I. Ant and featuring special domi- 
noes that float, split and explode. The Lost Vikings from Interplay puts you in control 
of three rowdy norsemen, cach wath a special skill that will help you get through some 
pretty wild worlds. Wordtris for the Super NES is a word puzzle game from Spectrum 
Holobyte Expect falling blocks Tetris style, and if you manage to spell cither Spectrum 
or Holobyte, consider yourself an expert Shadowrun from Data East is in the early 
works, but the cyberpunk world looks intriguing. Data East also tells us that the final 
touches are being put on Joe & Mac for the NES. As for Batman Returns, Konami says 
that work continues. Work also continues on Tradewest's Pro Quarterback, which fea- 
tures a behind-the-quarterback perspective. The idea 1s to give you the fecling of being 
close to the field. Dungeon Master from JVC is coming out for the Super NES, proba- 
bly before the end of the year. Super Shadow of the Beast from IGS is the best-looking 
version ever of the classic Psygnosis action game. And finally, Skuljagger from 
American Softworks is a fantasy action game with a twist. The game will be sold with 
an 80 page, dramatically illustrated comic novel that 1s filled with ups, clues and secret 
codes that can be used in the game. There's more here than meets the eye. 








FUTURE GAMES 


FOR THE 


Ace Harding: Lost In Las Vegas 


| | Bartman Meets Radionctiveman 


Crash Dummies 
Drngon Warrior IV 
F-117A Stealth Fighter 
Joe & Mac 

Krusty's Fun Housn 
Rocky 


| | Amnzing Tennis 


Axelay 
Сп! Ripken Jr. Bnsebnll 


| Chuck Rock 


The Duel: Test Drive If 


King Arthur's World 
Roadrunner's Death Valley Rally 
Rocky & Bullwinkle 

Super Double Drngon 

Super Fncebnil 2000 

Super Stnr Wnrs 

Ultmbots: Snnction Enrth 
Universal Soldier 


Ariel (The Little Mermaid) 
Battleship 

Flintstones 

The Incredible Crash Dummies 
Looney Tunes 

M.C. Kids 

Rocky & Bullwinkle 

Roger Clemens' MVP Baseball 
Speedball 2 

Spider-Mnn 2 

Super Mario Land 2 

Tom and Jerry 

Xenon 

Universal Soldier 
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COMING NEXT MON 





Another Classic Review! We thought it was a good ume to go 
back and sec how Mega Man started out. Capcom really knew 
what they were doing when they created the blue bomber, 





THE FLINTSTONES 


After making an impressive NES appearance, the whole 
Bedrock clan makes the move to Game Boy. Join Fred in 
Taito's newest Stone Age offering, WILLLLLMAAAAN 





SPACE MEGAFORCE 


If you're into shooters, Toho has just the game for you! A daz- 
zling array of effects, including some wild Mode 7 stuff, will 
be zoomung your way courtesy of the Super NES. 





SUPER STAR WARS 


Lucasarts Games and JVC have come up with a winner. You already 
know the storyline --now play it! If the Force 1s with you, you'll help 
Luke destroy the Death Star. Supenor graphics and sound! 





114 NINTENDO POWER 


These Nintenda Pawer back issues are available 
individyally Add them ta your callechon They can 
Кип these en reviews 


v 791) Final Fantasy If, Tom & 
Jerry, Where In Time Is Carmen Sandlego?, 
Flintstones, Ultimate Air Combat. 

31 (Dec *91). Tiny Toon Adventures, 
Batman. Return af the Joker, ActRaıser, Metroid 
Ш Return of Samus (Game Boy). 

32 (Jan. 92). Mega Man IV, Monster in 
My Pocket, Tecmo Super Bowl. 

1 (Feb '92) TMNT III: The Manhattan 
Project, The Simpsons: Bart vs. The World, 
Rampart, Gl Joc. The Atlantis Factor. 

34 (M. ) The Empire Strikes Back, 
Terminator 2, Nightshade, McKlds, Lemmings, 
Zelda: A Link To The Past. 

Volume 35 (Apr. 92): Captain America & The 
Avengers, TEC Тау Боман, Y asf 
May’92) Darkwing Duck, Wacky 

Races, RoboCop 3, Work Boy, Super Adventure 
Island, Contra Ш, Xardion, Super Soccer, 
Volume 37 (June '92) Lemmings (NES), 
Dragonstrike, Stanley Search for Dr Livingston, 
Krusty Fun House, Top Gear, FI ROC, 

y '92) Panic Resteurant, Gold 
Medal Challenge, Might & Magic, Toxic 
Crusaders, Street Fighter ТЕ, NCAA Basketball. 
Volume 39 (Aug : Gargoyles’ Quest IL, 
Casino Kid 2, Contra Force, Kirby's Dream 
Land, TMNT IV, Wings 2, Marto Paint. 

1 0 (Sept. "92)- Little Samson, Prince of 
Persia, Felix The Cat, Dino City, Soul Blazer, 
Monopoly, Super Bowling. 


Use the Back Issue/Tip Book Order Form in this issue. 
to order back issues, or call aur Consumer Service 
department at 1 800-255 3700 to order them by 
phone wih VISA or Mastercard 


SPECIAL OFFERS 


Issues fram aur first twa years are available 
only in special collector's sets Yau wan't find 
these extremely helpful issues at newsstands! 
Super More Sres 2 
Ninje Седеп 
Castlevania Y 

Simen's Quest 
Zelda E The 

Adventures of liak 
TMNT 
Volumes 1 through 6 Бато dasde games are 
included in the First Year Set 























Maga Man Б 
Dragan Warrier 
Super Мепе Bros 3 
Tetris 

Betmen 

Finel Fentasy 

Six af the mast papular NES games af all time 
ore featured in Volumes 7 through 12 


3RD YEAR SET NOW AVAILABLE! 


STRATEGY GUIDES 
AND TIP BOOKS 





Nintendo Power s Strategy Guides and tip books cov 
er some of the mast popular games ever and cantoin 
the mast complete informatian If you like these e gon 
ond wont lo know every single detal about Ihem— 

These Strategy. Gudes are Seria H the way to go! 





Super Mano Bros 3 
Ninja Gaiden I 
Final Fantasy 
4-Player Extra 


The Legend of Zelda Tips and Tochcs 
How to Win at Super Мапа Bros 


Use the Bock Issuo/Tip Book Order Form ın this issue 
to arder Tip Books and Strategy Guides, or call our 
Consumer Service department at 1-800-255-3700 to 
order them by phone with VISA or Mastercard 


i? TRADI CHALLENGE 
^ TRADING CARDS 








Please see the reverse side lor ali the details on how to win! 


Power Challenge Trading Cards can do more Beginner, Novice and Pro-evel players. The 
than increase your library of games: they can Power Challenges are set by top Game Play 
sharpen your playing skills! Look on the back Counselors and the Nintendo Power Staff. 
of each card to find a Power Challenge for бо ahead, give em a try. They're a lot of fun! 





М A. 
ШШЕ V MARI 






HERE'S HOW TO WIN! 


In this issue, as a Nintendo Power Super 
Power Club benefit, Nintendo is giving away 
up to 500 Super NES Game Paks** as prizes 
for collecting the winning combination of three 
Power Trading Cards Look in the Player's 
Pulse section in this issue to find the winning 
combination of the three Power Trading 
Cards If you like, you can trade cards with 
friends to obtain the winning combination 

If you collect the winning combination of three 
Power Trading cards, send the following to 


POWER CARD #27 


AR MENSO 


МНН A tone warrior in robotic armor 
stands alone against an army af mechanized tar- 
rers! His only chance ier survival is his unique 
ability to reverse gravity in this bet NES action. 
‘ale! 


UNI On Supe Seven (pavewer 
ug heat all sevan besser using 


SYSTEM: NES 

GAME ТҮРЕ: Sci-Fi Action 
# OF PLAYERS: 1 
RELEASED: 291 
COMPANY: Вот 


POWER CARD #13 


Tt 


"ases 


Those adorable Lemmings will 
jump olfe cliff you don't do something ta stop 
them! Give sach amina specially 
‘guide the rest to safety m the mega-hıt PC puzzle. 
game that is now avatlable for your Super NES! 


RD Here's the password to the 
Sunsoft levels: KCGHCNC. Try to make it through all 
five stages, sel destructing no more than- 
Novice: Two times 


inennediste One hme 


© 1991,1992 Psygnoss Lid © 1992 Sunsoll 


Nintendo Super Power Club 
ох 97044 


Redmond, WA 98073-9744 
1 The winning combination of Trading Cards 
2 Your name, address end phone number 
3 Your Club Membership number 
4 The correct answer to the following question 


Bowser has 4 fingers on each hand 
How many fingers does he have in total? 


Entries must be postmarked no later than Novamber 14 1992 
and musi ba received by Nintendo no late! than November 25 
3992 Nintendo is not responsible for lost, late, misdirected 
incomplate oi illegible enlııes 
Na purchase necessary Residents of Ihe US and Canada 
{excluding Оцавес! can participate Employees and mmediale 
fomilies of Nintendo, as affilrates and agent: 

erticipat hat are rapi 
with, allered or modified or chenged ın any way ог contam 
printing typographical machanical, or other errors, or that ara 


TETRIS 


DESCRIPTION The ila! Neon pza 
‘game that started a worldwnde, 

Pico tho rapid nin hixis emake cold 
‚Ines and score lug points! 


CHALLENGE) How many Tetnses can you 
make without cong any me double, or 


POWER CARD #25 


LN S 


— Toros kinde ofvirioos are on 
ths iooes, and only Dr Mario and you can step 
tham! The beastly bacteria meet their match ав 
уви direct nine сэіог-сза 

inte a medicine boiie te wipe thorn out! 


RTT How many matches сан you 
make from puring эпе vitamin into place- 


© 1998 Nintenda 


obtained thi e channels ai von Vod whara 


ops including a hand wrttan 
ove Цит ane set of numbered 


any prize. All entues 
become property of Nintendo. Approximate tete value of a 
Зира NES Game Pak is $50 the combined retail value o! 500 
Supar Nes Game Paks 15 $25 000 All 's may not be award 
»d actual number af piizas awarded based on actual number 
‘winning entries recarvad Tolal of Trading Cards for distribu 
tion ıs 4500000 Odds of wi e 1 ın 1600 Winners will 
robbed by mai по ater t uary 1, 1993 Winners are 
is For a list of winne 
Гааге ssed stamped 


adm a Nintendo зва ay ata 
а * Nıntanı 
ре: КИШ; au 

chosen by the Nintendo Power stu 


n the Gan 


he Game Fak title will be 


RD r the future, races are run on 
tracks with land mnes, magnetic traps, and 500 
foot jumps across the great abyss! Now yow get 
to compete with four diferent vetvetes inthe 
fastest drving game ud el! бте! 


DEAD, pn ooh League, Mate City’, 
Beginner Level, how many enemy cars can you 
destroy бейге you lose the race? 


Novice 


© 1990 1991 Nintendo 


POWER CARD #24 


Abie ADVENTURE ISLAND" 


DESCRIPTION] Master Higgins is on Game 
Boy! Jom the adventuresome castaway as he 
hops through eight islands of fun and excite- 
ment! Four dinosaurs come along on this adven- 


ENALLENGE | How far can you make ıt on the 
first level running at fall speed without stopping 
ur shoot 


SYSTEM: Game Boy 
GAME TYPE: Comic Action 
+ OF PLAYERS: 1 
RELEASED: 


22 
COMPANY: Hudson Soft 





PLAYER'S GUIDES Ë 









5 Get the mude scoop * 
у оп 18 of the hoftes" 

- NES gomes ever! 

> we © released Think of 7 

4 3 ie, ıt os your rood | 
С В mop to NES ` 


success! 


Comprehensive cov 
erage of 1 ES Gome 
Boy Нес This в by 
far the best source 
of informelion far j 
Gome Boy 


THE ploce to find 
the inside story on 
Moria, plus o 
whopping 140 
poge review of 
Super Мота 
World for the 
Super NES 













This super guide 
gives you informo 
Поп on 55 Super 
NES titles ond 
deloiled reviews 
of 19 spectacular 
games! 


A specloculor geme 
deserves d spectacu 
lor guide book This 
Player's Guide del» 
ers it includes 
everything you 
would ever want to 
know obout A Link. 
to the Post I's ° 
required reading " 
for all Тедо ° 
adventurers 











MARIO PAINT 
CONTEST — 


Mario Van Gogh? Close, but .. probably not. We're willing to 
bet that you're more creative. And just to prove that point, we're 
staging a contest featuring your artwork created on the new 
Super NES "game" Mario Paint. Create your artwork, record it 
on VHS videocassette and then send it to us here at Nintendo 
Power. The most creative entries wili be showcased in an upcom- 
ing issue We'll also be giving away Super NES Game Paks to the 
16 entrants who submit the best examples. 


























MARIO PAINT 
CONTEST 

Р.О. Box 97033 

Redmond, WA 

€ 98073-9733 - 


Official Contest Rules: 
All entries for the Mario Paint Contest must 
include the name, address and phone number 
of the artist. The winners will be selected on or 
about December 1, 1992 by the Nintendo 
Power staff. One Grand Prize winner will 
receive 5 Super NES Game Paks Fifteen run- 
ners-up will receive one Super NES Game Pak 
All prizes will be awarded There will be no sub- 
stitutions. By acceptance of their prizes, win- 












Pick up Mario Paint 
at your nearest 
Nintendo dealer and 
show us your best stuff! 


ners consent to the use of their names and art- 
work on behalf on ‘Nintendo Power" magazine 
and Nintendo of Amenca without further com: 
pensation All entries received become the 
property on Nintendo and cannot be retumed 
This contest is not open to empioyees of 
Nintendo, their affiliates, agencies or immediate 
families This contest is subject to all federal, 
state and local laws and regulations 
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gn w THE GAME 
gy MAINTAINING 
POUR HINTENDO 
PRODUCTS" 








Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www. retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 


PIPPI TI IE NT 


